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1ft REVIEWS THIS ISSUE: 

GAME OF THE MONTH: Jack the Nipper. C+VG 
Hitsl Ghosts W Goblins, Harvey Head banger,, 
Storm, Toad runner, Hijack, Arac, Plut lots mora, 

75 ADVENTURE 

Keith Campbell, Adventurer supreme, sat out on a quest to 
find Delta 4 and finds a world of wonderful weird neis. He 
also reviews Dajto 4's latest. The Bogglt. 

8 NEWS 

Catch up cm the latest releases from Beyond — including 
Star Trek — plus a look at Alleykat, Andrew 
Broybrook's latest, Hot Gossiper Tony Takousht brings 
you the marvellous Marble Madness, 
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INSIDE STORY 



• Is this issue of C + VG volue for 
money or what? There's so much in 
ft we're amazed mat it's no! 
bursting at the staples! Fi rst off 
we've got o special srtaok peek at 
Design Design's Rogue 
Trooper. Can the cu lt comic hero 
become a cult computer hero? 
Find out inside. Yet more previews 
in the shape of Domark J s official 
Trivial Pursuit— the computer 
verston, Andrew Bra/brook's 
Alley kat and the long awaited 
follow-up to Exploding Fist! 
Sto r games ond star interviews too. 
We've tolked to the pioneering 
Mel C roue her about his 
incredible new interactive video 
system, and DeJroy Pearson 



from top disco group Five Star 
about his Commodore 64. And 
we've got some tickets for Five 
Star's London concert to give 
away. Keim Ccmpbell has been 
down to meet the Delta 4 trio 
and bring back news of the goings 
on in their sleepy country village. 
We take a look at MUGS — no, 
not the thi ngs you d rin k tea out of 
stupid — Multi-User Games, Ifs a 
magical mystery tour through a 
weird and wonderful world. Then 
there're tons of competitions, and 
oil your favourite regular features. 
And o free pull out Cyborg 
poster. And if s oil yours for just 
98p. How do we do H? Who 
knows, - J 
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Smash pur way through an immense, hostile world where Minjas and Shoguns lie in ambush 
and wild animals crouch ready to strike! Take the challenge -only you a true FIST master 
can survive to the top! C64 Cassette £9.95, Disk £14.95. 

Soon available for Spectrum and Amstrad. 
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■ Peter Jonas and Trevo r 
Lever ore a pair of dodgy 
geezers. They were the people 
who teased you with 
TerrormoHnos ond harrassed 
you with HampStead* Their 
latest enterprise takes you into the 
twighligbt world of petty criminals, 
ex-cons and assorted hard-nuts, 

Dodgy Geezers is a two port 
gra ph ic adventure pocked with 
Lever ond Jones humour. 

C+ VG's very own dodgy 
geezer. Keith Campbell, will 
be looking at the latest Lever and 
Jones adventure in depth in c 
future Blue. And hell hove them 
bang to rights,, guv! 



O Mtuton of fha Untvma 

m Gauntlet ond Masters of 
the Universe head a powerful 
release of US Gold games set to 
| dominate the charts this autumn 
ond into me New Year, 

Gauntlet o hugs smash for 
Atari in the arcades, is now being 
developed by Gremlin 
Graphics tor C64, Spectrum, 
Amstrad, MSX and Atari, An Atari 
ST version will be developed in 
conjunction with Ad venturesoft 

The 90 me consists of fou r 
choraders: Thyro me Valkyrie who 
has strong armour, Thor me 
Warrior, skilled at hand to hand 
combat. Merlin the Wizard who 
has the best magic of all and 
Questor the who has the gift of 
speed. The key to success depends 
on how long you tost the onslaught 
of your many attackers — from 
ghosts to demons. You hove to 
search through the mazes to find 
the aid to the next level to enter a 
further stage of furious action ond 
spellbinding excitement! 

Masters of the Universe is 
based on the highly popular 
television series. 

There will be two different 
gomes — on arcade one for the 
€64, Spectrum, Amstrad and Atori 
ST ond on odventure game which 



will be available on all these 
formats plus the B BC, €1 6 and 
MSX, 

The players must help He Man 
and his fellow heroes Battle Cot, 
Teela, Mon-at-Arms and Orko in 
meir fight against the evil Skeleton 

The arcade game should be out 
in October with the adventure 
following in November 

Infiltrator (see lost month's 
C+VG for screen shots J will be out 
first on the 64 with Spectrum and 
Amstrad versions following. In it 
you play the rale of a secret agent 
who must stop o plan to destroy 
the world. 

Among the Epyx games US 
Gold will be releasing are 
Super Cycle (C64, Amstrad and 
Spectrum), a breakneck speed 
motorbike race gome, 
Championship Wrestling 
[C64] and Movie Monster which 
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allows you to play the role of 
various monsters which have 
starred in sci-fi films. 

The monsters ore Godzilla, 
Gtant Wasp, The Glob, Megatron 
Robot, Tarantula and King Cream 
Puff(?). There is a choice of various 
scenarios to be played out in 
various cities of the world. For 
instance, trampling 0 famous 
landmark or just eating everything 
in sight. 

World Gomes (C64, 

Spectrum and Amstrad) is another 
those sports simulation which were 
such a smash lost summer, Events 
include cliff-diving in Mexico, 
bul Iriding in America, log-rolling in 
Canada and caber tossing in 
Scotland. It should be available by 
November. 



Besides Gourmet, US Gold 

is also getting in on the era re for 
arcade conversions with 
Xevious (C64 r Spectrum, 
Amstrad), the shoot 'em up, and 
two Data lost games, Express 
Raiders, a great Western epic of 
biff, bash and bang ond Break 
Thru in which you control a pretty 
amazing leaping jeep through five 
hazardous leveb- 
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By Tony Takousht 

I thought last month's review of 
Atari ST gomes would be 
impossible to top. 
But rfs actually hoppenedl The 
ultimo** conversion is here, 
Mo rble Madness has arrived. 

That is the good news, the bod 
news (unless you have £1 696,25 
to spare!) is that it amis on the 
Commodore Amiga. 

It was written for the A/nancon 
company Electronic Arts a nd it 
will be released in late August in 
the UK by Arlolasoft with a 
retail price of £29.95. 

Marble Madness is one of 
me few games that truly transcends 
all areai of arcade ploy, from 
Zapsters (uh-hmm) to keen 
strategists, ft offers a frenetic 
energy and compulsion to play 
that quite possibly few will ever 
experience in their lifetime. 
(HEAVY, but honestly there is no 
equal across ony format in terms of 




■ David Bowie has done most 
things — except star in o computer 
game. Act! vision and 
Lucasfilm ore obout to remedy 
that by translating Bowie's latest 
fantasy movie, Labyrinth, into a 
game. The movie has already 
opened in the States and ;* due in 
this country sometime around 
Christmas. 

h aba stars some of M up pet man 
Jim Hanson's spectacular 
puppets. You may remember 
Dark Crystal which featured his 
eaHiar creations. 

Hanson's Labyrinth creatures 
were made at his Mampstead 
studios — ■ a stone's throw from 
Activision's new HQ. The movie 
bos o heavy Dungeons and 
Dragons theme. Bowie plays the 
Goblin King who rules a vast 
underground complex — the 
Labyrinth, Our American 
correspondant Marshal M. 
Rosenthal has been talking to 




quality). 

For those of volt who missed out 
on MM it goes like this, , . The aim is 
to guide a Marble through six 
different platforms. Each platform 
has different dangers to negotiate 
and a time limit is enforced to 
ensure you do not dawdle along 
the way. If y ou run out of time the 
game is over. 

So much for the overview, down 
to the nirty^grifty. When the game 

the programmers at Lucasftlm 
about this exciting movie tie-in and 
we'll be bringing you his report in o 
future issue, In the meantime enjoy 
the pictures from the film! 



■ Pieces of eight, pirate gold, 
death under the sun — mat's the 
promise of John Silver's 
Return to Treasure Island, a 

graphic and text adventure from 
Software Projects, 

The game — which ties in with 
the current television series — casts 
you in the rote of Jim Hawkins in a 
race to get the remains of Captain 
Flint's treasure from its hiding place 
on the I stand. 

The bland itself is accurately 
reproduced in 3D from the original 
Treasure Islond maps, with 
mountains, rivers, trees., beaches 
etc... all displayed in full perspective 
with approximately 200,000 
locations and eight angles of view 
from each location giving over 1 .5 
million possible views. Each view 
occupies the top 3/4 of the screen, 
with the status area below, 

The gome is ployed in real time, 
and has a dusk/night/dawn 
seq uence to give added 
atmosphere. 

The player must keep a careful 
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has loaded you are presented with 
an options page. 

H ere you can select your 
difficulty level (0-7), control 
(joystick, mouse or two trackball 
options) and one or two player 
game (mare on this one later}. 

The six levels to work through 
ore titled, Practice, Beginner, 
Intermediate, Aerial, Silly and 
Ultimate {the BIG one). 

contins/rdottpagmlO ► 

watch on his strength, which will be 
reduced by various forms of 
physical exertion, but which can be 
replenished by eating and 
sleeping, 

A series of clues ore hidden at 
various locations around the 
island. All of these must be found 
and pieced together to discover 
the location of the missing treasure. 

The program was designed and 
written by Tony Baden and Tony 
Mjlner and is available initially on 
the Commodore 64, with Amstrad 
and other conversions following 
shortly. The price will be £9.95. 




■ Watch out — Fist is on his way 
back! The bone-crunching hero of 
the game mat took the games 
wand by the throat last summer is 
planning a comeback bout. Way 
of the Exploding Fist is a 
lough act to follow. Can 
Melbourne House's Aussie 
programmer Greg Bameff and 
graphic genius Gregg Holland 
come up with something even 
better? C + VG's spies staged a 
Ninjc style raid on the 
Melbourne House HQ to find 
out. The exciting news is that Fist 
II: The Legend Continues 
looks so hot that you'll bum your 
fingers snatching a copy off the 




shelves. It isn't just another karate 
combat game. Fist II is a REAL 
malial arts adventure. 

Fi rst of all our hero has a 
mission. He has to fight and destroy 
an evil warlord who hides away in 
a volcano fortress. But before he 
can do this Fist must learn some lost 
and very ancient martial arts skills. 
He learns fay finding trigroms or 
zaroths that ore scattered obout 
the 1 00 screens — and in mortal 
combat with deadly opponents. 

The worid of Fist II is a 
sprawling, hostile land of clonic 
swamps and dark forests, of 
mountains and caves. 

At the end of this adventure lies 
the volcano fortress of the evil 
warlord, ruling the blighted land 
from behind a deadly defence of 
mercenary guards and traps. The 
warlord can only be destroyed by 
a true R st Master, one who has 
learnt the forgotten fighting 
techniques of the once mighty 
warriors of the Exploding Fist by 
studying the ancient digrams. 

There will be 1 5 different 
opponents. Some of which yaull 
encounter more than once — but 
the second time around they/I 
have different skills I 

You're going to need all the 
joystick skills you learned in the 
original Exploding Fist to 
compete in this new challenge — 
plus a few more. Each different 
combat situation requires different 
skills. 

Fist II will be released on 
August 1 4th on the 64 and will cost 
just £9.95. Amstrad and Spectrum 
owners will have to hold onto their 
cash for a bit longer, Set you can't 
wait.vVecan'tl 




■ The rime h the future. The place 
— space. The event — the Alleykat 
Championship! If* the ultimate 
race. Contestants from at) over the 
ga laxy hove garnered in their 
race-prepared space-ships to 
compete for the Alleykat Champ 
KHe. Unlike eorthbound racers who 
compete on o flat track these oce 
pilots race around Specially 
constructed space wheels. These 
oval tracks are crammed with 




■ Ari old soft hoa released five 
programs for the Amiga including 
the specially developed Articfox. 

Articfox is a strategic combat 
tank simulation in which you save 
the earth from a lot of aliens. 

The other Amiga releases are 
Skyfox, Archon, Seven 
Cities of Gold and 
One-on-Ol>e. All tiries sells lor 
£22,95 



■ Room lOb/CRL is to be 

released on the Commodore 64, 
price £7.95 . The game — a C+ VG 
Game of the Month in September 
— is named offer a cell or room in 
a leisure complex of the future in 
which they play a bell game 
known as gliding. 



■ Elite, the people behind the 
Commando, Bomb Jack and 
Ghost 'n' Goblins, are to 

launch a new range £2.9? budget 
games over the next few months. 

The games, which will be 
re-releases of former full price 
titles, will be published at a rote of 
one each week. 

El Ho has bought around 1 00 
back titles from various companies. 

Heading the release schedule is 
Full Troftle on the Spectrum. 
Games to follow are 3D Death 
Chase (Spectrum], Skool Daze 
(Spectrum and Commodore 64), 
Valhalla [Spectrum and 
Commodore 64], and Pool. 



As you start eoch level you ore 
given a time limit to complete il r 
[levels one to five being 60, 75, 
45 r 30 and 25 seconds). 

If you complete a level with time 
to spare this is added to your time 
allowance for the ne*i level. A 
bonus of 1 00 paints for every 
second remaining is added to your 
score. 

If you are destroyed along the 
course you lose time as a new ball 
hos to be formed and the old one 
is cleared by a sweeping brush. 

All the graphics are of the 
highest standard ond there ore six 
hjnes 'lone per level} to play along 
lo, The tunes are in stereo and 
complement the game to 
perfection. 

The ploy screen comes up and it 
it mode up of polhwoys with an 
attractive metallic sheer. Your 
Morble is formed a la Defender 
with many bits of Marble flying 
around to form a ball on the 
launching platform. 

Now the fun starts, the boll rolls 
around and you have to develop a 
"feel" for il, as it has inertia built in. 

One of the beauties of this game 
is that you can play ro your own 
style, if you are the passive (Clark 
Kent} type you con try lo go 
oround the obstacles, OR really 
go-for-it and try to bump off 



everything m sight (for which there 
are bonuses). The choice is very 
much yours. 

As you make your woy through 
each level some real adrenalin 
boosters ore thrown in to keep you 
on your toes. There is a hydraulic 
ramp which must be approached 
af |ust ihe right moment or you will 
rebound and lose precious time. 
Slinkies, how I hate Slinkies, these 
guys stun you and then try to eat 
you by jumping in the air and 
landing plush on top of you {they 
even lick their lips!). 

There are evil Black Marbles 
roving oround whose intentions 
are to get in the way and be a 
nuisance. The acid pools are a 
no-no, keep awoy from them! They 
slime oround and if you make 
contact your ball is dissolved. 

The Vacuum cleaners (that's 
what I call them) are real beastly. 
These yellow hooters' spring-up at 
the side of the pathways and try to 
suck you in (some fast waggling 
gets you past them). The Hammers 
(oh no r NOT the Hammers!) are 
real crazy, they pop out of the 
ground and clobber you senseless, 

The metallic prod-pales shoot 
Ou! of the ground ot random If you 
ore rolling across them as it 
happens you ore truly shafted into 
the air ond foil to certain 
destruction. 

As you learn to play each level 
you will find some short-cuts. The 
mechanical wave con best be 
described as a Surfer's delight I You 



can ride the wave to cross 
plotfomns ond get to the home goal 
quicker. 

Other little tips you have to learn 
bjtexpcrieriLt?, like falling down 
the metal tubing lo get lo lower 
platforms {and getting a bonus) 
and entering ice bowls at just the 
right place so you do not slide into 
oblivion. 

Marble Madness played 
solo ts fmger-slickingly addictive. 
However, if you lake the two 
player option ( one Red, one Blue) 
unci challenge a friend then be 
prepared for ail hell to break 
loose! 

Being the sport I am, I naturally 
play a totally aggressive game and 
try to rom my opponent into 
everything in sight. 

If you manage to pass your 
opponent and get o screen length 
ahead then he loses five seconds 
off his time ond remalerialises on 
the same screen os you. 

The player who finishes the 
COvne first also gets a five second 
bonus for the ne*l level and a 
score bonus. 

To do this game justice is almost 
impossible, it has to be PLAYED. It 
is that simple and THAT addictive. 

The Amiga's graphic and sound 
capabilities for exceed anything on 
the home micro front at present, 
but its price is pro hibili vel y high. 
The price WILL drop and hopefully 
soon. 

The gome will, thankfully, be 
released on the Commodore 64 




out his very own alien calendar for 
a bit of fur. 

Andrew's Alleykat is bound to 
further his already considerable 
reputation as an oce coder. The 
game will be released by HewsOns 



on the 64 
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hazards — static and moving. 

This is the background to 
Andrew "Uridium" 
Bray brook's latest oil action 
thriller, Alleykat, due to hit the 
64 in September He's token 
Uridium, turned it upside down 
and come up with an original 
space race game. 

You have to compete in a 
season of Alleykat races which 
take place in eight space wheek 
There are 32 different races to 
attempt in oIL But it'll take you time 
to try them a ll as there's an element 
of strategy built in. You have to win 
prize money to enter the races — 
and to win cosh you have to win 
races. Catch 22 . 

You race in one event per space 
"month", choosing carefully which 
race to enter bearing in mind your 
particular race skills and the money 
you've got in the kitty. 

The gome begins on an option 
screen which allows you to scroll 
through the months — but don't 
expect the normal January, 
Februa ry stuff. And rew has worked 



■ Here's a first look ol Palace 
Software's follow up to the 
highly successful Cauldron II — 
The Pumpkin Strikes Back. 

You ploy the port of To I must find 
some secret armour to enable him 
to destroy aliens tyrants. The 
Commodore graphics look 
excellent, Spectrum and C64 
versions should be out in late 
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September and will self for under 
£1 0. The game comes with a 
free comic book 
■ Oooh — awwwooo — 
owwwoooo! Excuse me, but I'm 
just practicing my lord of the jungle 
war cry inprepa ration for the 
arrival of Tarzan. Marteth, 
fresh from their success with 
Samantha Fox, has signed up 
Edgar Rice Burroughs 
famous fungle hero for his first 
computer adventure, The game 
features same novel graphic ideas. 
You appear to be looking through 
the jungle and watching Tanan 
dosh about behmcf the luih 
vegetation. There ore temples and 
caves to explore os welL More 



soon. 
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■ Get an eyeful of Iridis Alpha, 

the new Jeff Minter arcade 
strategy shoot r em up for Ihe 
Commodore 64. 

Ifs the first result of the new tie 
up between Minter's Llamasoft 
company and Hewsons, who 
stunned the wodd with Uridium. 

After the inrtial screens your 
Gilby Robot Fighter warps into the 
first af the five upper planets 
displayed in the tap third of your 
screen, 

Iridis Alpha for the CBM 64 

will sell for £8.95 cassette and 

El 2.95 disk and will be released in 

mid August. 

continued on page 12 ► 
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« Following the success of their 
Graphic Adventure Creator, 
Incentive Software are 

bringing out a now range of games 
under the Medollion Adventure 
trHe. Th is will be o separate entity 
from Incentive. 

The games in this range will oil 
hove been programmed by the 
people who bought and compiled 
their own games on GAC 

The first gome to be released on 
this ("Hie is W! ntor WondeHa ltd 
for the Am strati Release dote is 
October. 

At the moment GAC is out for 
the Commodore^ Spectrum, 
Amstrad and the BBC There is a 
possibility of an Atari version in the 
future. 

Any readers who have bought 
GAC and think they have come 
up with a good adventure, 
Incentive Software are very 
keen to see your efforts. 

Who knows, your gome could 
be the next one published under 
tfie Medallion Adventure range 
and ea m you a few quid. 

A "special deal" for standard 
GAC, owners is the change to 
upgrade to the Amstrad GAC 
plus — CPC464 (disk drive) CPC 
664 and CPC 51 28. 
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■ Nosferotu the Vampy re, 

the cult gothic horror film, is being 
fumed into a creepy game by 
Piranha, Macmillon's new label. 

In tfie game Count Drocula has 
moved out of his cattle in 
Transylvania to a large, rambling 
aldh ouse in Wismar. The estate 
agent Renfield, sends Jonathan 
Horker, husband of Lucy Marker, to 
give the deeds to the Count. 

Marker hovels, to the castta, 
where he is attacked by the 
vampire and barely escapes with 
his life. Oraculo travels by sea to 
Wismar and ta^es up residence. He 
meets Lucy and falls in love wiih 



her. He believes that she can end 
his years af torment. 

Eventually, she faces the 
vampire alone one night and the 
blood is drained from her body. 
She does, however, manage to 
destroy the vampire by keeping it 
with her until the first rays of 
sunlight hit the windows of her 
room. 

The game falls into three 
sections. First ot the castle of 
Drocula. J Barker has just realised 
he has been tricked by the Count. 
He has left the deeds to the house 
in Wismar on the table in the 
dining-room and starts the game in 
one of the many bedrooms on the 
first floor af the castta. He must 
retrieve the deeds before sunset. 

The second part is set in the town 
of Wismar. If Drocula has the 
deeds to the house you're in 
trouble. He con start his reign of 
terror, creating on army of Undead 
from the town. 

The final part of the game is at 
the Marker's house. There you must 
put protective measures around 
the house but only when you know 
that Drocula is inside. He may 
come through a window, in me 
form of a bat, a god or o wolf. 

The gome ends when you 
expose me vampire to the daylight. 




■ Steve Turner, the 

programmer who brought you 
such classics as Dragontorc ond 
Avo Ion and more recently the 
oce Quazatron is busy working 
on a new innovative Spectrum 
game called Ran a Ram a. He's 
gone back to his magical D&D 
learnings to create a new look 
gome which stars a frog — yup, 
you read right, a frag. 6ut this lime 
amphibian didn't always, leap 
about on four legs. Once he was a 
major magician, [kit some evil 
wizards ganged up ond cast o spell 
to turn him tnto a frag. 

In the game youll be abJe ta 
challenge wizards ta magical 
conflict in the equivalent of the 
transfer gome in Quozatron. 
Instead of firing pulses of energy 
olang circuit connectors you'll be 
blasting a way on a battlefield with 
magic bolts. Sana Rama is still in 
ifs very eorfy stages and Steve 
soys it will probably be in the shops 
ofter Christmos. And Rana is Latin 
tar frog — in cose you were 
wondering . . , 



■ Captains log. Star Date 
1 671 0/86. The men from 
Beyond hove boldly gone where 
no software company has gone 
before and are to produce the first 




official Star Trek 
arcade/strategy gome. 

The team designing and 
programming the game is headed 
by Mlka Singleton. It will be 
released initially on four formats, 
Spectrum, Commodore, Amstrad 
and Atari ST. 

More Peirson, Beyond 5 
marketing manager, says: "We 
expect this project ta be a most 
significant step in the evolution of 
the computer gome." 

This year see; the 20th 
anniversary of Star Trek ond 
from September onwards 
countless conventions will be 
taking place around the world 
celebrating two decodes of the 
most successful science fiction 
television series ever 



■ This is war! Well W.A.R. to be 
accurate. Ifs the latest from 
Martech for the Amstrad and it 
bob just a teeny bit like 
Hewson's Uridium, don't you 
think? It's a scrolling shoot 'em up 
set inside on olien induslrial 
complex packed with stuff iike 
Orodian craft power stations and 
fuel supply lines. 




■ Get an eyeful af Stargiider 

on the Atari ST, Ra inbird's 

arcade-style flight simulation. 
Conversions will follow fbjf the 
Spectrum, Amstrad and 
Commodore 64. 




■ Chill out manl Sonny and Tubbs 
will be coming your way in Miami 
Vice, Ocean's computer gome of 
the hit TV series. Coming soon . . . 



■ Tujad, the strategic 
shoof-em-up created by the 
Orpheus team, ranks alongside 
Knight Rider and Aster I x as a 

long awaited production. Now Ws, 
coming out an the Anolasoft 
label. Tujad stars GEN 1 9— the 
most sophisticated combat droid 
ever buiH fyown], GEN's job is to 
restore to sonify 4 he mighty TUJAD 
computer by rebuilding a circuit. 
The gome will be available for the 
Spectrum and Amstrad. 




■ ft exists, it really does. Honestly. 
And ta prove it here's o screen shot 
of Kite's Scoo b y Do game on 
the Amstrad Hopefully me next 
stoge will be that the game is 
released. 




■ Watch out far Strike Force 
Cobra,, the toughest commando 
squad in the wood. 

This new Piranha games set in 
the near future. You're in command 
of an elite international squad 
drown from the World's top 



The mission — to penetrate the 
HQ of an evil criminal genius who 
is threatening the world with a 
terrifying nuclear weapon. 

His HQ is guarded by a 
murderous gang of heavily armed 
guards and o terrifying array of 
robots and electronic weapons 
and maps. 

Meanwhile how would you like 
lo get your hands on o snappy 
1 shirt? Ihanks lo Pircmha we ve 
got ten to give away to the people 
who come up wilh the best Piranha 
jokes. 

For example: Where do 
Piranhas go mountain climbing? 
Answer: The Pironhese. 

Get the idea? Send your joke to 
Piranha T-Shirt Competition, 
Computer - Video Games, Priory 
Court, 30-32 Farringdon Lone, 
London EC1 fi 3AU. Closing date is 
September 1 6th and the editor's 
decision is final. ■• 
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+ VG/Piranho Competition 
Nome: , 



Address: 
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The Edge...do you have it? 



£7-95 




"I love this game . • . if you t 
dorrt buy this, throw away^^"^^ 
your Spectrum P mm^/?mS 
C&VG Game of the Month ^MM A 
August 1986, X^JJ^ 

"Bobby Bearing is very nearly 
perfect. This may sound a bit over 
the top but this game deserves a 
whole string of superlatives," ^« 
ZX Computing August 1986. #C+» 

m 



£8-95 



The Ultimate Quest . . . 

Y<m arc Prince Kyle accompanied 
b\ yourloyal warriors in t his l'aiUasii< a] 
quest for the legendary Mindstone. 
This is the first icon-driven graphics 
adventure lo boast i he lull fcatuivsolan 
adventure and strategy game. Hi nmi I ti > 
enler I he annals its a hue classic in 
micro adventures. 




Spectrum 
Commodore 64 
and 

Amstrad versions 
coming soon. 




Available now on: 

SPECTRUM 48/1281 
CBM 64 
CBM plus/4 
AMSTRAD CPC 



"....superb animation..,." 
Your Sinclair 

"Gladiator is a great game" 
Sinclair User 

"This combat game gets 
the thumbs up from C+VG " 

C+VG 
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Screen shots from 
13 arcade version - home 
1 13 micro versions may differ. 

13 

it follow up to 
ArKung-Fu' 

13 

Spectrum 
^ Commodore 64 
and 

|] Amstrad versions 
coming soon. 

13 

Our hero has finally 
13 mastered the secret 
13 martial art "CHIN'S 
\U\ SHAO-LIN" but is trapped 
|G] by triad gangs. With kicks 
un and other secret powers, 
in escape from and travel 
In SHAD-LIN'S road to 
inr freedom! 



Published under licence by The Edge, 36/38 Southampton Street, London WC2. 
Tel: (01) 831 1801 TX: 892379. 
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Readers of the science fiction weekly comic 
2000 AD wiU need no introduction to Rogue 
Trooper, fighting man supreme* Now — 
thanks to Piranha Software — the cult hero will 
be appearing soon on a home computer. 

Braving the penis of Nu-Earth, the planet of 
perpetual war, C+VG brings you this preview 
of Rogue Trooper's latest battle. 



Nu-Earth — a poisoned, 
wasted planet of 
never-ending warefare light 
years away from the Solar 
System. Across the surface 
of this unhealthy world of 
dust, decay end death 
strides the titanic figu re of 
Rogue Trooper, one of the 
meanest fiercest fighting 
men of all time. 

This blue skinned, 
opaque-eyed soldier has 
been specially engineered 
to survive and operate in the 
terrible conditions which 
exist on Nu-Earth. He 
doesn't need the special 
protective clothing and 
respiratory equipment 
which other soldiers use. 

Helping Rogue Trooper 
are his biochip buddies 
Gunnar, Helm and Bagman. 
Like Rogue Trooper, they 
were once Genetic 
Infantrymen but they 
became casualties of the 
war, Ha removed the chipa 
containing their per$on&e 
and placed them into hit 
equipment. 

Gunnar adds power to his 
gun and can fire on his own. 
His slightly psychopathic 
tendencies mean he 
encourages Rogue Trooper 
to take part in non-stop 
fighting. That's not too wise. 

Helm provides protection 
in Rogue Trooper's helmet, 
increasing his defences 
when under fire. 

And then there's Bagman, 
perhaps the most useful of 



the biochip buddies. He 
holds everything Rogue 
Trooper could need — 



the clues to the traitor — 
contained on vid tape — he 
must make his way to the 
city of Millicenum. 

He will face e whole hoat 
of enemies — bowler-hatted 
scavengers, dream weavers 
who can conjour up 
dreadful visioins, poison 
gas and, of course, the Nort 
foot troops who will kill 
Rogue Trooper on sight If 
they are quick enough, And 



there are the Southern 
troops, These will be 
unpredictable if they 
encounter Rogue. They may 
not shoot at him, but then 
again they might 

On his mission Rogue will 
need to restock his 
ammunition from various 
stores in both the Southern 
and Northern territories. A 
good source of information 
and food for Rogue are the 




disguises, ammo, the 
all-knowing war computer, 
vid tape, chem kit, G rations 
and Scum Sea survival kit. 

GAME OUTLINE 

The game opens with Rogue 
Trooper standing elone 
among his dead colleagues 
— Gunnar, Helm and 
Bagman. He has a matter of 
seconds to collect the 
biochips from the fallen 
Genetic Infantrymen to help 
him in his mission to find 
clues to a traitor who has 
betrayed the cause of the 
Southers, one of the armies 
fighting on the blighted 
planet. 

Rogue Trooper, himself a 
deserter from the 
Southerners, must cross 
many different and 
hazardous territories — the 
Scum Sea, the Ozart 
mountains, ruined cities and 
deserts. Once he has found 




The screen will be divided 
into two main areas, the 
larger one be trig a 
wi n do w o nto pa rt >^of 
the playing stfr area 
which will show 
cities, se a bu r nt out 
vehic- yy^ lea and 

crumbling walls 
which provide cover 
for the fighter*. 
Rogue is seen crossing 
the planet's surface, mainly 
walking. But he will be able 
to hijack vehicles. The 
remaining part of the screen 
is divided into three 
segments which provide an 
element of strategy to the 
game. 

The first one is the Battle 
Computer which will display 
long range information 
about what is going on out 
of range of the main playing 
screen. 

Next to the Battle 
Computer are the graphics 
of the three biochlpa and 
n ext to t h e i r mesa ages a nd 



In speech bubbles, similar 
in style to those found in 
2000 AD, with 
the tail pointing 
to the revolve nt 
biochip. 

Rogue Trooper 
is being 
prog rammed for 
Piranha— the * 
new name of Macmillan 
Software — by 
Mane heater-based Design 
Design, 

Programmer Ian Wareing 
says: "The main part of my 
Job is to portray Rogue 
Trooper as accurately as 
possible, Rogue freaks will 
recognise it immediately," 



ROGUE TROOPER 
—THE HISTORY 

Rogue Trooper first 
appeared in 2000 AD, IPC's 
cult science fiction comic, in 
September 1931. 

The clever humour of the 
stories together with 
action-packed fighting 



following. 
Rogue's 

popularity is 
second only to 
the comic's lead 
character Judge 
Dredd. 2000 AD, 
a Itself launched in 
I) February 1977, sella 
more than 1 00,000 copies 
each week — more than the 
Eagle, Battle or Roy of the 
Rovera* 

The stories are complex 
but the central theme 
always concerns the 
perpetual war which rages 
on Nu -Earth. 

He was created by writer 
Gerry FinleyDay and artist 
Dave Gibbons after 2000 
AD's editor Steve Mc Menus 
decided he wanted a future 
war story for the comic. 

Rogue was a new type of 
soldier, genetically 
engineered to operate Sn the 
hostile environment of 
Mu-Eerth without having to 
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wear special 
protective 
clothing or 
ireathing gear 
— hence his 
ikin and opaque 
si its f o r eyes. H is m owhewk 
style hair is based on a cut 
that used to be worn by 
Elite American troops in the 
Second World War 

His buddies in battle were 
originally going to be a 
platoon of identical Genetic 
Infantrymen. But this was 
dropped and it was decided 
to make Rogue the last of 
his type, His friends would 
be bioch ips with voice 
synthesisers so they could 
talk to him. 

Gerry Finely-Day still 
works on Rogue Trooper 
and also Action Force for 
Battle. Dave Gibbons has 
worked for DC Comics In 
America since 1982 drawing 
Green Lantern. 

Many artist have worked 
on Rogue Trooper over the 
years but the current one is 
Cam Kennedy. 

PROGRAMMER 
PROFILE 

Name: Ian Wareing 
Game: Rogue Trooper 
Favourite food: Beans on 
toast 

Favourite drink; Tetley Bitter 
("Handpump only/') 
Favourite TV programme: "I 
hove n't got a television — 
not bad for an ex-television 
engineer." 

Thing most hated about the 
computer Industry: Charts 
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COMPETITION 



Are you a true blue blooded 
Rogue Trooper ton? Then you 
can't afford to miss out on the 
chance to win these wonderful 
Rogue Trooper prizes. 

The first three winners will each 
receive an exclusive Rogue 
Trooper clock. 

The ten runners-op will get 
copies of the Rogue Trooper 
annual, and T shirts. The next ten 
runners up will get a Rogue 
Trooper annualT 

Here's what you have to do. We 
want you to compile what you 
think would be Rogue Trooper's 
top five favourite records, the 
type of disks he would listen to on 
a desert island. Perhaps he likes 
Blue Moon or Song Sung Blue. 
Get the idea? 

Send your five nominations 
together with the printed coupon 
to Rogue Trooper Competition, 
Computer + Video Games, Priory 
Court, 30-32 Farrlngdon Lane, 
London EC1 R 3AU. The closing 
date Is September 1 6th and the 
editor's decision Is final. 



Piranha /C + VG ROGUE TROOPER 
COMPETITION 

I think Rogue Trooper's favourite 
five records are: 

Is 

3: 
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Name. 



Address. 
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IRIDI 

BY JEFF MINTER 

CAN YOU KEEP PACE WITH 
THE POWER OF 
IRIDIS ALPHA? 



Enter into the world of Jeff Minter's 
world of high speed surrealism.^ 
dynamic vfsual experiences 
fast and furious bi-directional^ 
way through 5 planets 
levels. Get to grips^^B 
The key to your 



IS ALPHA. Manoeuvre in the bizarre 
^ Bombaro your senses with 
whilst keeping pace wrh 
^^scrolling. Mega - blast your 
l^each with 20 different 
■^wilh IRIDIS ALPHA, 
survival is -ENERGY! 




For CafTlfTOdafe 64 and 1 26 
Cassette £8.95 Disk £12,95 

For mail order send a cf»que.' 
postal older to Hewsan Consultants 
Ltd. Order by credit card by sending 
your Access Sarclaycord number. 

and enclose a specimen signature. 
Don't forget to enclose your name 
and address. 
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56b Milton TrBditvi Estate Milton. At**]<Jon. O*on □ 



Aa qvx of ckt cortjnuflg datitopr-.t/K ot mj ^zftMst we Wff Bhveys happy to evaC** software sent to us **h a v*Wr 10 puWcaoon 



We are proud to announce 
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TRI VIA I . PURSUIT is a Trade Mark uwm-J arid I kvn led hy Horn AWxn I mcriW ional I .id . 
Published by ntvmark Limited, 204 Wtwplc Ruad, London SW20 8PW Id (II .«47 5*24 
T rivul Pursuit was rrtiprammcd bvOxrurd ninitjd l-Lnttrprige* 
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GAME OF THE 
MONTH 

This is CYC's highest honour, 
It's granted to the fame which, in 
our honest opinion,, is the most 
playable original and exciting 
game released during the month. 
We look for all the key points 
listed below — but also that extra 
added ingredient which makes 
the game stand head and 
shoulders above the best of the 

w 

C+VGHIT! 

This symbol is C ■ Vd'a way of 
telling you a game is the 

BUSINESS! 

"flfho writes your reriewsf 1 That 7 * a 
question our readers often ask 
Name the guilty ones, they demand, 
So that's what we're doing. Satisfied 
nor? 

C+VG'S REVIEW 
TEAM 

LESLY WALKER: Lesly brings a 
ffcntle- touch to the C+Vi.; review 
U am. She enjoys GOOD games, 
whatever they are. But nothing has 
really come einse to her favourite 
game Sorcery -i* yd anyway. . . 
TIM METCALFE: The veteran Ed 
has been around with C+VG almost 
since it started and as he's getting on 
a bit now likes to do more restful 
things like basket wearing. But he 
has been known to get stuck into a 
good shoot erar up. Generally it's the 
more leisurely games like flight-si ms 
and such like, Leaving the more stre- 
nuous stuff to the rest of the team, 
TypkaL ,hm^hv 
NICKY TREVEflT: The mysterious 
Nicky renews Been games from her 
country retreat in Hertfordshire, An 
enigmatic figure Nicky is another 
arcade adventure fan — but does en- 
joy a bit of martial artistry from 
time to time. 



STARTS HERE 





# Machine: Amstrad 
(featured version) 
Spectrum and MSX 

# Supplier: Gremlin 
Graphics 

# Price: £8.95/£7.95/ 
£8.9b7£14.95 for Amstrad 
disc 

Oooohl I'm feeling positively 
wicked after playing Jack The 
Nipper. And what a rotten little 
begger he is too. Jack's sole aim 
in iife is to amass points on the 
''naughty-o-meter r \ This is very 
simply done, simply by being 
bad. 

Now, a naughty nipper would 
be pretty ineffective were he 
without means of wounding a 
passing grown-up. Jack is 
hardly defenceless, though, In 
the first room, he'll discover a 
pea-shooter. One civic-minded 
adult has no doubt put the 
offending item out of harms 
way, atop a shelf. With a bit of 
childish ingenuity the item can 
be eas fly obtained. 

Now he's armed, and ready to 
go. Moving through the hallway 
and out into the street, Jack 
waddles around with an air of 
sheer mischief. The graphics 
are great, and very reminiscent 
of the Sweeny Toddler cartoon 
strip. Scores on the N/meter are 
tough to amass. Pea-shooting 
everything in sight may work 
for a white, tout eventually you 
wiil find yourself being chased 
by a horde of miffed adults, 
dogs, shop assistants, swotty 
school kids ari d ghosts. Of 
course, sensible people don't 
believe in ghosts, and so they 
can't see them. Logic, eh? El 

The sound on the game is 
very good, with a very melodic 
tune p finks and plonks away in 
the background, while ail the 
sound effects zoom and ping at 
the appropriate times. 

Now, as every nipper knows, 
the most ghastly fate to befall 
them is the dreaded smacked 

JIM DOUGLAS: Jim Troekett" 
Douglas is first and foremost an 
adventure pawn — but he is also a 
fan of arcade adventures the BBC 1 
And extremely trendy clothes. Jim is 
a wordsmith who writes reviews so 
sharp you could cut yourself on 
them. 
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butt. It you get caught with 
intent to commit a 
naughty ness, then you're in for 
a stiff dose of nappy rash. Once 
your rash gets to critical level, 
you lose a life. 

At the end of the game, you 
will be given a rating to indicate 
quite how horrid you managed 
tobe\ V 

There are lots of nice touches, 
The buildings you have to enter 
have invariably wacky names, 
such as the Hum mo Sock 
Factory. There are bill posters 
on the walls, too, advertising 
everything from soft drinks to 
"jumbo nuts". The real fun 
comes whilst plotting nasty 
activities. Should you take the 
battery to the computer shop 
and fuse all the machines? Or 
could you mix the battery with 
another item, to make a more 
devastating impact? 

It takes a lot of practice to see 

PAUL BOUGHTON: C+VG's 
smooth, sauve and sophisticated de- 
puty ed is well known for his joystick 
skills. Paul h a sporty type and en- 
joys all those sport simulation* 
which require yen to totally destroy 
the stick. Which he does. Fre- 
quently. 



the potential of a truly 
wonder ous naughty, and a lot 
of planning, too. Dropping 
objects for a height will destroy 
them, so you need to be careful 
while you ere juggling the 
items, 

The screen is shown in 
semi -3D, and Jack can move in 
and out by using the diagonal 
joystick positions. They're a 
little weird, but not difficult to 
use. 

Walking Jack into dangerous 
places; like a radiator, will 
cause severe nappy rash. 

Jacik The Nipper is very good 
indeed. Go and break open your 
little sister's piggy bank and buy 
it! Jim 



Graphics 
Sound 
Value 
Payability 



CHRIS CAIN: Our junior joystick 
jockey Chris "OddunT Cain tikes 
nothing better than an arcade adven- 
ture or a good shot'em-up between 
munching packet! of dodgy crisps. 
The Commodore is his favourite 
machine — but he has been known to 
actually touch an Amstrad. 
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• Machine: Spectrum 
48K 

• Supplier: Odin 

• Price: £9.95 

Heartland continues the 
story-line which seems to run 
throughout nearly every fantasy 
and adventure game. A once 
peaceful land has been ravaged 
by war, It's the old story of good 
versus evil. Whet makes this 
particular idea so inventive is 
the way you become involved, 
and the way you can put things 
lo rights. You come across a 
book which chronicles the war. 
As your read it, you become 
aware that it is far more 
important than a mere fairytale. 
But as you near the final 
chapter. . . the pages are 
missing. 

it is your task to enter a world 
which contains the pages, and 
collect the correct ending. Yes, 
another twistt There are two 
possible endings. If you finish 
the book so evil wins, terrible 
things will happen, and the 
Heartland will be sucked into a 
whirlpool of very frightening 
events indeed. You have to 
collect the Light pages, which 
contain the cheery ending to the 
story. 

• Machine: Commodore 
64/128 

• Supplier: Acti vision 

• Price: £14.99 disc only 
Being one of the World's finest 
detectives can be a positive 
albatross at times, mere is 
nothing more tiresome, I can 
tell you, than being called upon 
at an unearthly hour by a 
hysterlical lady, claiming that 
here prize-winning toy-poodle 
has been "wrenched away from 
her loving bosom by a game of 
armed" ruffians". 

It was after a string of such 
events that I, Sir Charles 
Foxworth decided it was time to 
take a break on the cruiser Delta 
Princess. 

While strolling one bright 
morning, ! happened to notice 
that the door to cabin number 
four was slightly ajar. There 
was a crumpled heap of 
clothing lying in the centre of 
the ftoor. The proof of slick, 
ruddy liquid seeping through 
the floorboards left no doubt in 
my mind. This man was 
definitely dead. 

It's my job to interview all 
the passengers and crew, and 
try to find the person who's 
committed the crime. 

It's a great game. A 
considerable challenge, but 
offering hours of reasonably 
aimless fun, jj m 

Graphics 7 

Sound 8 

Value 8 

Payability 9 



Essentially, the game is 
presented in the same manner 
as many other Spectrum 
programs. The Mikro-Gen 
series of Watty games springs 
to mind. Animation is flawless. 
You take the role of an odd-job 
style character, all togged up in 
a smart manservant's uniform, 
complete with top hat. As you 
walk around — hand holding 
onto your hat — the little guy 
will swing his arm and stride 
about most convincingly. Now, 
that hat is pretty useful, in fact. 
When assaulted by a member 
of the 'other lof Iwho 
presumably want to see evil 
triumph) you can sling it toward 
them, to defend yourself. 

The ugly problem of attribute 
clashes rears its head once more 
in Heartlands. Despite the fact 
that most of the colour use is 
quite simple, and safe, 
sometimes col our will get 
"washed out" of the 
background scenery when you 
jump over it. 

The sound isn't ail that good, 
so I'll tell you about the more 
interesting points which have 
been included. 

When you have found the 
book, (nicely drawn) you can 
start hunting for pages. These 

• Machine: Commodore 
64 

• Supplier: Thor 

• Price: £9.95 
ICUPS is a straightforward 

pa me in two parts. Neither part 
is particularly thrilling. In the 
first stage, you find yourself in a 
fighter, pointing towards the top 
ofthe screen. On either side, a 
wall of multi-coloured 
metal work zooms past at 
breakneck speed, it's very 
smooth. 

The aim of part one is simply 
to survive. As soon as you leave 
the safety of your mothers Wp, a 
swarm of enemy fighters will 
surround you, and shoot the 
crap out of you without a 
moment's notice! Using the 
joystick, you can manoeuvre 
around the screen, dodging and 
shooting the nasties. 

After completing a handful o* 
these screens, you will be 
automatically transported to the 
second stage. Here things get a 




drift down the screen — should 
you be iucky enough to find one 
— before bouncing off the 
bottom and floating back to the 
top. There is a wide variety of 
monsters that you have to avoid 
or destroy. Zombies, knights, 
wizards and even spacemen 
pop up in the appropriate area. 

Once you have collected the 
pages, they will be assembled 
into the book. An egg-timer 
runs constantly at the top of the 
screen, to indicate how much, 
or how little, time you have left. 



There is also a large skull and 
crossbones type thing to show 
how much energy you have left. 

At the end of the game you 
will be tofd what percentage 
you have achieved, and how 
many pages you've collected. 

Heartlands is really very 

900d Jin, 

• Graphics 8 

• Sound 6 

• Value 7 

• Pla 






ft c* 



lot more interesting. You are 
now a strange sort of alien 
character, with a jetpac. And 
you fly around a complicated 
cave system, zapping tomatoes 
and other strange objects. 

Get the picture? 

Yup, it's not any good at all. 
And for £9.95 you couid get a 
much better game — twice 
over. J[fll 

• Graphics 7 

• Sound 5 

• Value 4 

• Payability 5 



Post Haste Software SB 



The total postal software 
service! 

Post Haste- it part of GB Microland. the 
South of England's unique computer shop. 
Thousands of software titles. Lots of 
experience- The place that gave new 
meaning to the word "friendly". But not 
everyone lives nearby , So Post Haste 
Software was horn. To bring the best lu your 
dooT. With top service, Here's how, 

No "dub H to }Otn r no 'subscription " to pay You 
come in our shop for free Why pay to buy by 
maiP 

Unique "double*yoirr*money" voucher with 
the 40-page catalogue- Check the box lt\ this 
advertisement! 

Software for other computers? No problem. QL, 
Apple and IBM. Ask for lists. Post Haste has the 

#f 

Postage free in the UK. Europe - } Add 9Sp. 
Elsewhere? Add £2 50. For the whole order, 
not each program- 
Order by post or phone, day or night. Check the 
coupon for details, Then relax It 's fast! 
Pay by cheque, bank draft. PO, Access, Visa. 
Mastercard. Eurocard. Post Haste ts convenient' 



ALREADY SEEN SOMETHING YOU 

WANT ON THIS PA GE? GO RIGHT 

AHEAD AND ORDER NOW! 

Use the coupon or write on your own paper Be 
^urt: to include nil the delails- tram the coupon 
Cross cheques and POs for safety. Your software 
will be on its way by return. So will your 
catalogue. And your unique "double -your- 
money" voucher! 



ADVENTURERS! SPECIAL 
EXTRA SECTION 1 

There are dozens ol adventures in the Post 
Haste catalogue from virtually every major 
producer Just about a'J! the superb Infocom 
range is there and many others too! 
And Post Haste cames the Inlocom 
Invisictues. plus hint and guide boo Its to other 
adventures too! 

Answers to the problems that keep you awake 
at night^ The catalogue lists rhem rill 1 



THE POST HASTE 
CATALOGUE 

The Post Haste catalogue ]S just 90p with a 
unique "Double Your Money'" voucher 
tucked inside! Yes. the Post Haste catalogue 
contains a £1 80 voucher to use for your first 
order 1 How's that (or value? Recreation, 
utility, strategy, adventure, arcade - they' re a II 
there! And so is your £1 .-80 "Double Your 
Money" voucher' Programs for five micros - 
Amstrad Atari. BBC, Commodore 64/12S 
and Spectrum You're spoilt for choice with 
Post Haste! And your catalogue is the gateway 
to a huge program range from Post Haste. 
OveT 4.000 titles spanning 10 major micros! 
Where else is there such a choice? 



BIGGER RANGE! 

The Post Haste range now includes 
programs for the Commodore C16 
and the Atari ST. Send far lists! 



POSTHASTE: 
WHAT THEY SAY! 

It's only a few months since Post Haste 
was bom. Now. thousands of customer 
orders later, we've a compliment 
collection to make US proud! Here are 
just a few 

"This lime I'm not just surprised but 
completely amazed at the speed of your 
response ■ expect plenty of orders from me!" 
K B . I fartrtgi/fld Cambridgeshire 

"Thanks for a fast service - please keep it up!" 
- FR , Beisfjord. Norway 

"I'm amazed at the speed you work 1 1 received 
the disk just 4_days after I sent off to you arid 
that includes a Sunday! That's what I call 
m i\ R H . Sutton Cofdti-rid, West 

Midlands. 

"Congratulations on your excellent service! 
For BFPO addresses, you're the best way of 
obtaining up-to-date software In my case, 
you're the only way' Keep up (he good work 1 '* 
-CB.BFP036. 

* Many thanks for a superb service!** J. G. . 
Andover. Harnpshrre. 

"The last order I placed with you was received 
|List over a week from 1he daLe I mailed It two 
weeks faster than any other firm I've deali 
with 1 " - H F. . KJeppe, Norway. 

"Tve just received your catalogue and I'm 
amazed at the quality'" - P.D , Torpornl. 
Comwail 

"The programs I ordered arrrved in 8 days. 
Considering this included Easter and an air 
stnke in Australia, that's fantastic!" - A.K.. 
Morphett Vale, South Austraiia 

Our thanks to everyone who's written 
from everywhere in ihe UK and all over 
the world. We appreciate il and we'll 90 
right on working poste haste at Post 
HasteT 



PAPERBOY (Elite) 

The top arcade game onyour own fompuier screen! The 

eagerly awaited "official version 1 

Spectrum lC, £7.95 BBC Elf c.i ton IC> £9.95 

Amstrad <C l £8.95 BRCrDi £14.95 

Amstrad ID) £14 95 Comm Ct6'PU4tCl£7 95 

Comm 64 • 128 IC> £9.95 Comm 64' 1 28 (D) £ 1 4.95 



PERRY MASON (Telarium) 

A iTi'rrK'Ncii.,iis yr.:i;i'.i.. -iduMituie The Case Of The 
Mandarin M.jrdcTcr and you're the tamous detective, 
Perry Mason. Zaap 64 says "definitely recommended* 
Comm M128 (D) £ J 9.95 

MOVIEMAKER (Ariolasoft) 

A stunning program 1 Less you quickly and *!di>l&y create 
and save long and hugely impressive animated ar1« m 
sequences using your own creative talents 
Comm64 1ZH (D| £16 95 Atari ifJ) £16.95 

GHOSTS N GOBLINS (Elite) 

Another officially licensed arcade smash hit from the 
team thai produced "Commando"! 
Spectrum <Cl £7.95 BBC Electron (Ci £9.95 
AmarmdiOES 95 BBC <D) £14.95 

Amtirod (t» £14 95 Comm C 16/PI* 4 <C) £7.95 

U 128 (C) £9 95 64 128 <D) £14 95 

GAMEMAKER (Activision) 

One of the most astonishing programs we ve seen' Create 
your own games and make them as complicated as you 
like "An encc flenl package' - Ztap 64 
Com™ 64 128(C) £14 95 Comm 64 128tD) £19 95 



GET DEXTER (PSS) 

C&Wj Game Ot TV Month and highly prassed by many 
other reviewers Your Amstrad uvill dazzle you w*lh this 
torritic arcade advenum- 1 

,-WiT:ui.< ■ E9 95 AmMndiDi £13 95 



BATMAN (Ocean) 

Hated at U? ou1 i>l HI kn vriluftanc l«ou1 cA VA l<n 
playabililybyC&yG. "A jame that 's destined lo become 
ah all-lime classic" 

Spectrum [O £7.95 Am*n*d (C) £*.95 

Qrhcr computer versions imminent 



THE POST HASTE 
SERVICE 

We can supply any program you've seen 
advertised. If it's released, you'll usually get it 
by return If it's not, you'll get it faster when it 
does come out. Simply order it and sal back. 
That's Post Haste service! 



Phone Orders (24 hrs) 
(0705) 269333 



TO GET YOUR CATALOGUE WITH THE 
" DOUBLE - YOUR MONEV VOUCHER , 
OR TO ORDER SOFTWARE , 
USE THIS COUPON! 

* Send your catalogue. I've enclosed 90p 
Don 1 forget my £1 HO "Double Your Money' 
voucher lor me to use with my fhsi order! 

* Send your catalogue and I want to oider 
software too Trie details are below I've 
added 90p for the catalogue to the value of 
my order so don't lorget my £ I 80 "Double 
Yout Money" voucher' 



! My address 
I 



Posl code 



My computer is: 

Can u>i? ^ontnd you by phone M :h,-rv s a 
iSLiiprv"-' 

STDVExchange Number 

IF YOU RL ORDERING SOFTWARE. 
PLEASE PRINT DETAILS OF THE 
PROGRAMS YOU WANT! 



PROGRAM NAME 



PRICE 



Catalogue with £1. 80 voucher Add £0 90 

Postage ts totally free in the UK Add £0.00 

Europe postage tor whole order Add £0 95 

ALrmai I elsewhere for whole ord^r Add £2 50 

TOTAL AMOUNT ENCLOSED £ 



FAYING BY CHEQUE OR POSTAL ORDER? 

Please make it payable lo Post Haste Software 
and cross il for safety's sake! Don'l send cash! 
CHARGING IT TO YOUR VISA, ACCESS. 
MASTERCARD. EUROCARD? 

May we have your card number, expiry 
date and signalure v 



TTT1 



ExpiTy dc*tc j . 



Signature 



Now mad your order 10 

POST HASTE SOFTWARE 

GB MlCROLAND r 7 QUEENS PARADE 

LONDON ROAD, WATER LOO VK IF 

HAMPSHIRE POT 7EB. UNITED KINGDOM 

Of phone <24 hours) 0705 269333 



C*VG 
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GHOSTS 'N' GOBLINS 




• Machines: 

Spectrum/Amstrad and 
Commodore 64/128 

# Supplier: Elite 
9 Price: 

£7.95/fU95/£a95 
(tape)/£l4.95 Commdore 
and Amstrad disc 

Ghosts 'n' Goblins , the smash 
hit game from the arcade, has 
finally reached the home 
computer. It's been worth the 
wait. 

The plot is identical to the 
arcade game, and similar to a 
large number of programs that 
have emerged over the past few 
months. While out strolling with 
your girlfriend, a demonic 
overlord swoops down from 
on-high, as they do. flapping his 



unpleasant grave. The most 
prominent nasty on the first 
stage is the zombie, a rather sod 
creature when you think about 
it. They simply plod around, 
arms outstretched, hoping for a 
hug, 

This brings up another 
interesting point, The first time 
your character gets attacked, he 
will be stripped of his armour. 
The next time and, well . one 
life gone. You have five men to 
begin with. Because each has a 
new suit Of armour, you 
effectively have ten lives. This 
may make the game sound 
easy. Wrong. The creatures 
come at your from every 
possible angle, and will strike 
you dead without a second 



There are a large number of 
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numerous. There is also a small 
bridge to cross. Not much of a 
problem, until the fire leaps out 
from below and cooks you 
alive! 

The tombstones mentioned 
earlier literally litter the scene. 
You can't move for more than a 
few feet before one of the 
damned things pop up and you 
have to jump over it. the 
problem is, they're whacking 
great things. On the Spectrum 
version, things aren'l loo bad. 
You can fly through the air with 
minimal effort. Commodore 
owners, though, hsve a slightly 
more difficult time of things, I 
found it very difficult to clear 
the stones, invariably gettinn 
caught pressed up against one?, 
unable to jump forward. In this 
situation, it's necessary i. 
up a little [usually involving 
walking through the very 
people you are trying to avoids) - 

The game has a number of 
levels, each with a diff erent, Bl 
backdrop such as a town 
adjoining an ice palace 
initial graveyard scene. The 
Dgres will appear at the en: . 
eath section, in an jitnmpt to 
prevent your progress, usually 
by stomping on your brains. As 
this is far from desirable, you 
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wings dnd making a frightful 
din. Amidst the confusion, he 
snatches your gal — and flutters 
away — leaving you in 
considerable consternation. As 
it's been a rather boring day so 
far, you decide to go and rescue 
her. Chivalry is back in style. 

The game plays some very 
peculiar music once it's loaded. 
The screen is presented 
side on, with your little man fin 
armour at first) running for all 
he's worth left and right across 
a scrolling landscape. As soon 
as you start, you will discover 
that the game is far from easy; 
there is a positive horde of 
creatures just dying to drag you 
down into a decidedly 



inventive touches in the game. 
After your lose your armour, 
you will be granted with a short 
period of invincibility. This is 
pretty vital, as it gives you a 
chance to escape a particularly 
ferocious attack. There's not 
much point having the 
protection of armour if you get 
killed as soon as you Lose it 
There is a wide variety of 
creatures which will attack you 
There are (deep breath) 
^ombres, gremlins, ogres, 
demons, venus fly traps, birds, 
little funny blue things that spin 
around, ghosts and flying 
goblins. Also, there are a 
number of static problems.; 
huge pits in the earth are 



small Unless you cheat , . . 
afa The game involves a good 
s out deal of concentration if you 
hope to get anywhere. Each 
time you lose a life, your man 
led will be thrown back to the last 
ne. marker 'that the programmer 
iana has included — you don't go all 

the way back to the start oJ a 
you level if you have progressed a 

fair way into it. 
>g The actual physical action 

urn required to play the game is not 
3d. too extensive. But you will have 
with to improve on your reactions, 
c After some time playing the 

ihtly game, you will find yourself 
J. I hopelessly addicted and very, 
ir very determined to beat the 
it] blasted thing. Arcade 

conversions have built a 
thjs reputation as being a bit naff, 
"back G 'n'G should change things. 

The programmers, Keith 
m ■ * Burkh ill tor the Spectrum 
i i r U vm sio n , aniCh ris Bu tie r on th e 
JT Lommodore, have made stout 
efforts to produce games that 
are not merely satisfactory, hut 
surpass that level. 
The- screwing on CBM and 
I of Spectrum haVto be admired. 

Commodore owners may 
ally believe that this goes without 
As saying, after seeing the quality 
iu of Uridium. Spectrum users 
may be surprised to hear, 
though that their version is very 
nearly up to the same level. 

The Amstrad version of the 
game isn't really up to the 
J quality of the others. The 

graphics are colourful, but they 
are just too flickery to watch. 

*V For some reason, you play on a 
■v - ; mag n i f ied a re a of th e sc ree n , 
gl too. This results in everything 
being blown-up. This makes for 
even more blocky pictures. 
Music on this version is 
disappointing too, It's quite 
good the first time round, but as 
the tune is extremely short, and 

0 repeats itself ad nauseam 
during play, I was glad to have a 
volume control on the machine. 

it Ghosts and Gobtms is the 

1 get game to buy for your &4 or 
Spectrum. 

Jim. 



have to try and fell this rather Ghosts and Gobtins is the 

enormous foe before he can get game to buy for your 64 or 

his feet nearyou. This is the Spectrum, 
most tricky part of the game. 

Commodore /Spectrum /Amstrad 

• Graphics 8 8 7 

• Sound 8 7 7 

• Value 8 8 8 

• Payability 9 9 8 
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Does your micro chat to 70,000 people across the UK? 

Can your micro interview pop stars, hackers and doyennes 
of the computer industry? 

Can your micro provide the answer to your technical and 
software problems? 

Could your micro send and receive telex's worldwide? 

Does your micro do your shopping for you -and have it 
delivered to your door? 

Is your micro an answering machine, delivering your 
private mail whenever you log-on? 
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Micro net SOO 



• . Shame! 



i 

To: Micro net 800, 8 Herbal Hill, London EC! 

Please send me a brochure on Micro net 800 




Name 



1 
I 
I 
I 
I 

8 Herbal Hill, London ECIR 5EJ 

Telephone: 01-278 3143 Age Micro 



Telephone No. 
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• Machine: Commodore 
64/128 

• Supplier: Odin 

• Price: £9.95 disc (tape 
to follow} 

Who says shoot-'em-ups are 
long dead? Weli, quite a few 
people in fact, but that's beside 
the point. Personally, I'm fed Up 
to the back teeth with all these 
involved and complex games. 
Nothing too complicated about 
Mission A.D. , I can tell you! lt J s 
a straightforward game of 
assassination, and I love it! 

In the game, you take the role 
of aBiade Runner style 
character in a futuristic city. 
Aliens have run amok and the 
whole city seems to have gone 
beserk, Every character you see 
{with one exception) is armed. 
The unarmed guys look vaguely 
Arabic, with a turban and flappy 
trousers. You don't have much 
time to check out these weirdos, 
though. You'll be far too busy 
plugging the creeps with the 
baggy space-suits, and those 
flying robots are real killers, 

The music which plays while 
you are carrying out your 
desperate mission is great. It's 
very sci-fi and genuinely 

• Machine: Spectrum 

• Supplier: Electric 
Dreams 

• Price: £9.99 

As an "arcade comedy" I must 
admit I found Mermaid 
Madness as amusing as a 
smack in the kisser with a cold 
kipper. Okay, I did bare my teeth 
at one stage — I had to grit 
them to keep on playing. 

Myrte the Mermaid is looking 
for love in her ocean world. 
Gormless Gordon, a diver, has 
become the love of her life, but 
the passion is not returned. 

The game starts with Gordon 
leaping into the sea. He swims 
off under a wreck to hide and 

• Machine: Amstrad 
(Knight Tyme)/Atari 
(Spellbound) 

• Supplier Mastertronic 

• Price: £2 99 

AtthoughSpe/ZtiDLrnd' anri 
Knight Tyme are available on 
different machines, they are 
part of the continuing 
adventures of Magic Knight. 

Spellbound sees good old MK 
on a mission to rescue his 
friend and tutor Gimbal the 
Wizard from the Mystical Castle 
of Karri. Knight Tyme follows on 
from Spellbound, MK has been 
catapulted into the future and 
onto a spaceship USS Pices. His 
mission here isto find his way 
back to his own time and space. 

Both games are arcade 
adventures, packed with clever 
Du22 ££>. and tricks, laced 
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tuneful. There are lots of 
locations to explore, in search 
of your prey. There is an echoey 
cathedral, a very rough 
night-club, an office and many 
more. My favourite area is the 
statue park. It's filled with 
bizarre sculptures. 

To helpyou in your mission, a 
map appears in the low* ■ 
right-hand corner of the screen, 
showing your position, and any 
renegade aliens which are loose 
in that sector. You can use the 
map while intheteleportto 
choose which destination is the 
most sensible to visit. By 
cycling through the various 
locations, you can drop a grey 
overlay over each area. Beneath 
this, some little dots will appear 
to mark the position of aliens. 

The only problem I found 
with this is that the map was a 
little too small. At times, I had to 
peer at the screen for qutfe a 
while in order lo check whether 
or not the little white dots fall in 
or outside the grey area. This 
wastes valuable time. You're 
playing against the clock, too. 
Something horrible will 
probably happen to the World if 
the time runs out. 

The animation is great Your 
little character rushes at great 

goes to sleep. Myrtle has to 
rescue him from his potential 
underwater tomb and so 
embarks on a fairly 
straightforward, maze-style 
arcade adventure. 

The graphics are colourful,, 
the characters are cartoon-style 
— Myrtle herself is big, yellow 
and wobbles a lot. So if fat 
ladies — or in this case 
mermaids— make yOu smile, 
then Mermaid Madness could 
be just what your waiting for, 

Paul 



Graphics 
Sound 
Value 
Payability 



tog eth er w ith p rog ra m me r 
David Jones zany sense of 
humour. 

Both games used a window 
menu system to take decisions 
and get information called 
W<ndimation. This is a little 
tricky at first but, once you yet 
use to it, there is no problem. 

Both these games are little 
gems, at fantastic prices. Our 
advice ; s sim p:y to buy them. 
We doubt if you feel your 
money has been wasted. 

And in case you're interested, 
C+VG printed a players' guide 
to both games in September. 

Paul 

Amstrad /Atari 

• Graphics 8 

• Sound 8 

• Value 10 

• Payability V 




speed through the screens, 
blowing away anything that 
stands in his path. 

Apart from your main foes — 
the auys you have to shoot in 
the time limit — a considerable 
problem is posed by the baggy 
suit brigade and the robots. The 
man in suits stomp about, 
squeezing off the occasional 
round in your direction. Robots 
are by far the mast dangerous, 
through. They fly around at 
about chest height, blazing 



away indiscriminately! 

Mission AD certainly isn't for 
the strategy and mapping 
lobby, but it is a real joy to get 
straight into the important 
business of killing things again. 



» C+VG M 
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HERCULES 



• Machine; Commodore 
64 

• Supplier: 

Alpha-Omega 

• Price; £t99 

Hold onto your hats. This is a 
mega-game if ever \ saw one. 
Okay, I own up. It involves that 
horrible little blocky character 
running around the ledges. 
How interesting, Based on the 
Greek myth, the storyline 
makes considerably more 
interesting reading than the 
gameplay. 



Colours on the screen are 
rather dreadful, too. Sometime 
it's very hard to read the text 
which pops up after you have 
been killed and at other times 
during play. It's really quite bac 
and not even worth the asking 
price of £1.99. The movement* 
okay, but the whole sorry 
package isn't much better than 
atype^in listing. 

Ji- 

• Graphics 

• Sound 

• Value 

• Payability 
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cricket Dragon's Lair 



Machine: BSC 

• Supplier: Bug -Byte 

• Price: £2.99 

The cricket season might be 
over, but would-be Both am s 
needn't worry. Bug-Byte has 
stepped into the breach. Or has 
attempted to. 

QK.Cricket is recognizably 
cf icket. Just. There are two 
wickets, a bowler, two batsmen, 
a wicket keeper, and some 
fielders. There's a ball, a 
remarkably spongy one it's 
true, but a ball nevertheless. 
The bowler bowls, the batsman 
bats, the ball does what cricket 
balls do, at beit i n slow motion, 
and the scoreboard displays the 
score. So far so good. 

But the quality of the 
graphics , . .1 It's Bug-Byte 
Tennis all over again, Blocky 
people, crude and sluggish 
movement, peculiar 
perspectives, very little skill or 
satisfaction involved. Certainly 
no cricketing skill I'm sure it's 
not easy to program something 
as graphically complex as this, 
but that's no excuse, 

It's not the John Player 
League and that's a fact. But I 
liked the music, and that's 
something you dont get at 
Lord's. 

Nicky 



Graphics 
Sound 
Value 
Payability 
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• Machine: CBM 64 

• Supplier: Software 
Projects 

• Price: £9.95 
The current hunger for 
computer versions of arcade 
smashes seems to know no 
end. Witnesses the success of 
Elite's Com mando, Bombjack 
andGhosf 'n 'Goblins. 

Software Projects must have 
their collective f ngers crossed 
that Dragon 's Lair will follow in 
their tracks to the top of the 
charts. 

Dragon's Lair, a huge slot 
machine smash and one of the 
first laser dfsc games to reach 
the UK, presents a daunting 
task for any programmer, The 
original had cartoon graphics 
by Watt Disney illustrator Don 
Bluth. They were brilliant. 

Even so it sems to be the 
general opinion around the 
C+VG offices that Software 
Projects didn't use the graphics 
capabilities to the full in 
bring \t>q Dragon's Lair to the 
small screen, 

Nevertheless the game is 
fiendishly difficult to play. You 
play the part of Dirk the Daring 
who must rescue Princess 
Daphne from a fire-breathing 
monstercalled Singe, reacting 
to various computer dictated 
situations, overcoming 
problems, collecting points etc, 

There are nine levels to battle 
through, with exotic names 
such as The Falling Disk, Skul I 
Hallway and The Burning Ropes 



before you can reach the final 
screen where, hopefully, Singe 
gets his just desserts, 

Dragon's Lair also features a 
new and rather interesting 
multi-load system which allows 
the next screen to load while 
the game is being played. 

Plans are already underway 
ior Dragon's Lair tl using more 
ideas based on the arcade 
game. 



Paul 



Graphics 
Sound 
Value 
Payability 
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HIJACK 



• Machine: Spectrum 
48K/128K 

• Supplier: Electric 
Dreams 

• Price: £9.99 

Crisis, drama, shock, terror — a 
normal day in the C + VG game 
review complex. But today's 
different. There's a hijack going 
on and I've got to crack it, 

It's hard enough having the 
CIA and FBI on my back but now 
the President's playing up. 
Things are looking very bleak 

But there's nothing bleak in 
the future of Electric Dreams' 
arcade, strategy and simulation 
game Hi/at*. It's a gem. 

The objective of the game is 
to end the hijack. There are 
th ree way s t □ d o th is — buy 
them off, persuade them to give 
up or scars them into 
submission using m il itary might 



As the head of the head of the 
Hijack Division, some sort of 
obscure government 
department, it's your job to 
decide on the best plan, keep 
the President and press happy, 
organise your colleagues, fight 
off power struggles, raise cash 
and gather information. All the 
time the clock ticks down to the 
terrorists' deadline. 

The main part of the screen is 
taken up with a viewof the 
various rooms and offices of 
Hijack HQ. You can move from 
room to room r meet various 
people, talk to them and 
examine objects of use, A map 
of the office complex is useful 
because it J s easy to get lost. 

At the top of the screen are a 
series of ten heads. These are 
the people in the building. They 
are The President, military 
adviser, political adviser, FBI 



agent, CIA man, military 
assistant, political assistant, 
publicity officer, financial officer 
and secretary. 

The heads change colour 
when that character is in the 
same room as you. If you're 
quick enough you can question 
them, receive information and 
give instructions. 

At th e botto m I eft of the 
screen is an icon displaying 
what useful items are about as 
you walk past. 

I played tfr/acfc on a fairly 
small sized television and found 
it a little difficult to see the 



smaller icon displays but those 
lucky enough tD own bigger 
sets shouldn't find it a problem. 

There is an end game where 
you travel to the scene of the 
hijack where you'll see if your 
campaign to defeat the terrorist 
was successful, it could mean a 
medal or the sack, 

Hijack, for me is a breath of 
fresh air, in a boring month of 
reviewing. ^ ^Paul 

• Graphics ^% 9 

• Sound m C+VG m 6 

• Value »HIT!M9 

• Payability ^ ^9 
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BRAND SALE 



SINGLE TAPES CASSETTE 



EMPIRE OF KAR\J 



£2.95 



JEWELS OF BABYLON 


£2.95 


HEROES OF KARN 


£2.95 


BREAK FEVER 


£2.50 


MOON CHEST A 


£3.95 


SUICIDE EXPRESS £2.50 


LAZY JONES 


£2.95 


MEG A WARS 


£1.00 


SWAG 


n oo 


KDSMIC KANC-A 


[1 95 


ZIM SALA BlM 


■:; r- 


HAMPSTEAD 


£3.95 


SABRE vV'jlF 


£A50 




E4SD 


fMHQTEP 


EJ. 50 


BLACKWYTCH 




OUTLAWS 


£4.50 


MASTERMIND BY LEISURE GtN-US £3.95 


PLANET Of DEATH 


£2 50 


SHIP OF DOOM 


£2.50 


ESPIONAGE ISLAND 


£2.50 


iNCA CluRSt 




RETURN TO EDEN 


£3.95 


PHYSICS 0' LEVEL C-S-E. RcV'fSlON 




£1.95 


SCARABUS 


£4.95 


SPELLUNKER 


£4.95 


BL AGGER GOES TO HOLLYWOOD 


£3,95 


SON OF SLAGGER 


£1.95 


WHO DARES WINS II 


£2.95 


KNOCKOUT 


£2.95 


JET SET WILLY 


£2.95 


MANIC MINER 


•2 95 


EC's QUEST FOR TIRES 


£3 9 s 


QUO VAOrS 


£2.50 


PYJAMARAMA ALJTOMANIA 


I 4 * w 


AUTOMATA 


£1.95 


DUMMY RUN 


£2.50 


EVERYONE S A WALLY 


£2.91 


VIEW TO KILL 


£2.95 


EUREKA 


£2.50 


GREMLINS 




BLOCKBUSTERS 


£3.95 


CRAZY COMETS 


£2.95 


SPVS DEMISE SPY STR;KES BACK £2.95 


ARC OF YESOD 


£3.95 


WHIRLNURD 


£2.95 


SPACE PHOT II 


£2.95 


HUNCHBACK 


£3.50 


HUNCHBACK II 


£3.95 


Hi§H NOON 


£3.95 


CAVELON 


£2.95 


CHINESE JJGGiER 


£2.95 


SKY F 0.X 


£6.95 


FRAX 


£3.95 


GRlBBLYS DAY OUT 


£3,95 


BLACK THUNDER 


£2 50 


CLASSIC ADVEN T URE 


£2.60 


ENCOUNTER 


£2 50 


REVENGE OF MUTANT CAME.S 


£1 50 


ADVANCE OF MEGA CAMELS 


£1.50 


SHEEP IN SPACE 


£1 50 



ANCJPITAL 


ivi n vvinrir i 


JE3JJ5 


ROLANDS RAT RACE 


f3 95 


DALEY THOMPSONS DECATHLON 


£3.50 


FRANKIE GOES TO HOLLYWOOD 


[4 95 


GIL LIGANS GOLD 


E2 95 


ANDROID II 


£2 95 


PSI- WARRIOR 


£1 95 


PSYTRON 


EL 95 


DOUGHBOY 


£2.50 


COVBA T -EADFR 


£3.95 


TOY BIZARRE 


F1 95 


TALLEDEGA 


£3.95 


GftOGS REVENGE 


£3 95 


FORT APOCALYPSE 


£250 


BEACH HEAD 


£3.50 


UP & DOWN 


£2.50 


VAlV-^E "7 


£2.95 


TWIN KINGDOM VALLEY 


E2 9: 


AH D ! DDUMS 


£1.50 


PENETRATOR 


£1.95 


>L SPANS- " .'"CR 


£2 


M 3RD ENS QUEST 


C3.&0 


FLYER FOX 


£2.95 


SPIRIT DF STONES CASS 


£2.95 


HENRYS HOUSE VOL 1 

INC HENRYS HOUSE. JETBOOT JACK. 

NEPTUNES DAUGHTER. STRANDED £3.95 


HENRYS HOUSE VOL 11 

INC HENRYS HOUSE. WITCH SWITCH. 
SOLDIERS OF FORTUNE, LEGEND OF 
KNUCKER-HOLE E3.95 


SELECT 1 'M GAMES' 


n 95 


CASCADE 


E2 95 


GHETTO BLASTER 


£2 95 


5UVMER GAMES 




Zaxxan £2.50 


| COMMODORE 64 DISCS 3 



GALACTIC CONTROLLER 



£3.95 



HIGH FLYER 



£3.95 



RA'L BOSS 



£3.95 



ARCADE EXTRAVAGANZA 

INC 5 GAMES 

MAYHEM. ICARJS. PANDORAS 
HUMPHREY PUNCHY 



BOX, 
£3.95 



FLVEfl FOX 



£395 



ZQRK i 
ZORK 2 



£4.95 



!4 95 



5 ZORK 3 



£4 9= 



STARCROSS 



£4.95 



DEADLINE 



SUSPENDED 



£4.95 



£4.95 



SPIRIT QF STONES DISC 



£4.95 



FANTASY FIVE DISC. 



£3.95 



BARGAINS FROM 1st PUBLISHING 



S BOOKS FOR JUST [9,95 * E2 50 pfip 
Normal RRP over £50.00 

v OLR 64 CASSETTE BOOK. GRAPHICS 
BOOK FOR THE COMMODORE 64. 
PEAKS & *OKESC64 TRICKS & TIPS 
*OR YOUR COMWODORF 64 
4jvA\CE: MACHINE LANGUAGE BOOK 
FOR THE 064. IDEA BOOK C64, 
MACHINE LANGUAGE BOOK FOR THE 



COMMODORE 64 



1m PUBLISHSNG PROGRAMS ON DISC ■ 
ALL JUST £10.95 EACH 

FIRSTWORD I WORD PROC* 
FIRST BASE iDATABASEi 
BASIC 64 

PASCAL I LANGUAGE) 

ADA TRAINING COURSE 

POWER FLAN .CALCULATION PROG,! 

ASSEMBLER MONITOR ICQWILERI 

EDUCATEON PROGRAMS ALL f 1 95 

PATRICK MOORES ASTRONOMY DISC 

B.J. BEARS GET READY f OR NUMBERS 

B.j. BEARS GET READ TO READ 

SPi RATES & SNOWMEN 

ASK THE FAMILY 

H STOH v OF 20th CENTURY 

RGB CARRIERS MENUE PLANNER 

GERMAN 

MATCHMAKER 

GEOGRAPHY 

LETS COUNT 

ENGLISH LANGUAGE 

BIOLdOY 

COMPUTER STUDIES 
KNOW YOUR OWN I.Q. 
PATRICK MOQRES ASTRONOMY 
NUMBER PUZZLER 
PANDORAS BOX 
PATHFINDER 
CASTLE OF DREAMS 

PACEMAKER 
HUMPTY DUMPTY 
*■ RFfjrH 



UTILITIES & PERIPHERALS 



AZIMUTH 64 CASS 



£6.95 



PENCIL -CASS • 



£295 



LOGO 'DISC LANGUAGE 



£5.00 



pilot idiso language 



£5 00 



6REDENS BASIC iOISCi 



£14.95 



ULTI SYNTH I CASS i 



£3.95 



64 DOCTOR i CASS ! BY CO VP. 
SOFTWARE ASSOC. £3.95 



PRACTICAL i CASS 



£4,95 



DP WATSONS 64 ASSEMBLY 
LANGUAGE COURSE DSC 



£9.95 



WHITE LIGHTNING CASS 

INC BASIC LIGHTNING £9-95 



MUSIC STUDIO BY AC "MS ION iCASS i 

£3.95 

GO MICRO INC. DATABASE QUIZES. 
SOUND AND GRAPHICS £2.95 



EASY SPE.L'DISO 



ET2.95 



MICROSOFT MULTlPiAN iDISC- £19.95 



TOUCH TYPE CASS 



TONY HARTS ART MASTER iCASS. 



£2 95 



MONEY MANAGER (NSC) 



12 95 



COMMODORE S4 PACKS 



. 'IMAGINE PACK INC. 

ARCADIA. PEDRO, COSMIC CRUISER. 
fl.C BILL, INVADERS. 3D JUMPIN 
JACK £3 95 

HILL McGlBBON PACK INC 

SPECIAL AGENT, CAR JOURNEY. 
BALLOONING £3 95 



COMMODORE MO D E MS i 49. 9 5 

INTRO TO BASIC P 7 . 1 {CASS. I £2-95 

IHTRO TP 3ASiC FT NlCASS.i £4.95 

INTRO TO BASIC PT , ..DlSCi £3.95 



EASY FILE IDISC; 



£12.95 



LONGMAN SOFTWARE PACK 

3D HYPEHMATHS. BMX NUMBER 
JUMP, WORD WOBBL E R £4 95 

! COLLINS SOFTWARE PACK 4 8 YRS 

WHATS THE TIME, KNOW YOUR 
TABLES. FIRST NUMBERS £7,95 

COLLINS PAODINGTON °ACK INC. 

PADDINGTONS EARLY VIST. 
PAODINGTON GARDEN GAME, 
PAODINGTON AND THE 
DISAPPEARING INK £7.95 

' THE '0' LEVEL PACK 

PHYSICS '0' & 'A' LEVEL, 
CHEMISTRY O' LEVEL. MATHS 0 
LEVEL, 350LOGY Cr .EVEl 



PROGRAMMERS REF GUIDES £3.95 

MACRO ASSEMBLER DEVELOPMENT 
D SC El 4 95 



ASSEMBLER TUTOH iD'S( 



C9 95 



FUTURE FINANCE IDISC- 



E1495 



Si mans Basic Extension Disc £5 95 



Easy Scrip! Disc 



CT2.95 



Easy Slock Disc 



VIC 20 EXTRAS 



COMMODORE 1010 EX PANS- Or-, 
MODULE £9 95 * £2.50 p&o 



W RAM PACKS 



£9.95 



1 64 CARTRIDGES 1 


INTERNATIONAL SOCCER 




OMEGA RACE 


£2.50 


WIZARD OF WOR 


£2.95 


STAR RANGER 


£2.50 


MUSIC COMPOSER 


£3.95 


JJPITER LANDER 


£2.50 


RADAH RAT R ACE 


£2 50 


CLOWNS 


£2.50 


AVENGER 


E2 50 


DIG DUG 


£595 



PRAClCA.C?LUS;CASSi 



£4.95 



V C SUPER EXPANDERS 



£9 95 



ViC 20 PROGRAMEHREF GUIDES £3.95 



Simplica;c iDISC- 



£5.00 



P&P ?Sp ai< order* 
OVW*M ?Spper tyfc 

£2 SO per pack 
f5 00 per penpt\fr&ts 



LOGIC SALES LTD 

6 Midgale ■ Peterborough - Carnbs 

24 hour ordering on 
(0733) 313870 
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• Machine: CBM 64 

• Supplier: Addictive 
Games 

• Price: £9,95 
There comas a time when 
surely every computer gamer 
wants to get away from zapping 
aliens, manoeuvring high-flying 
aircraft and having to use their 
brain too much — that time is 
here now. 

Arse is the new release from 
Addictive Games and is 
programmed by Paul O' Ma Hay, 
who first found fame with 
Boffin . It's another platform 
ga m e a nef the object i ve is to 
make you r way th roug h the 1 00 
screens to gain access to the 
Citadel. 

You r first option is to dec i de 
whether to play the "short" or 
"full" game. The only difference 
between the two, is that on the 
short' game, the Aracnadraid is 
already com p I ete, but, on th e 
"full", you have to go around 
and collect the bits of robot 
before he is formed — 





preferred this game. 

Dotted throughout the 
screens are creatures who will 
help you later on in the game, 
but first you have to collect 
them. 

To do this you fire a net from 
the top of Afac's head. Once 
netted, they appear caged at the 
bottom of the screen, When you 
are at a stage where you can't 
penetrate the hedgerow or 
climb up, it is time to recall your 
"captives". The icon board 
reveals exactly what and how 
many of each creature you 
have. They all have their own 
uses — which I shall leave for 
you to discover for yourself. 

There are some nice little 
touches in this game — watch 
Arac get annoyed if you leave 
him standing around too long 
and when you have 
transformed into the 
Aracnadroid, he can fly up 
through the screens and walk 
along the ceilings. 

The sound is below average 
for the Commodore 64, and as 

• Machine: CI 6/1 28 

• Supplier: English 
Software 

• Price: £3.39 

Let the games begin F The men 
cheer, the ladies scream, and 
the trumpets well, er . 
trumpet, I suppose. Anyway 
this is all to put you in the mood 
for Knight Games, the new one 
from English Software. 

As you may have heard, 
Knight Games is all about 
medieval combat, Sir Lancelot 
and all that. So after reading the 
very clear instructions, I 
decided to challenge the 
computer at the first evem — 
Sword Fighting. | pressed the 
button end the game began. 

I found my a eff face to face 
with a big, bad knight, who 
started to bash me across the 
arm with his. sword. I'm not 
having that I thought, so quickly 
moving the joystick up, I crashed 
my sword on his head, I think I 
hurt him . . . 

As you continue to battle, you 
win shields from your 
opponent, which all add up at 
the end of the fight. Also, your 
energy is made of small round 
rose-shaped cricles which are 
displayed on the lefthand side 
of the screen. 

After four minutes, which is 
the time the fight lasts on the 
novice level, I had smashed my 
opponent very hard indeed, and 
I had more points, I had wonl 
This was so exciting, I couldn't 
wart to get on with the other 
events starting with 
Quarterstaff. 




I"? 



for graphics,, well, the usage of 
sprites was good, though the 
background graphics could 
have been better. 

The one annoying fact I found 
after many hours of playing „ 
was when you ran out of 
energy, you had to start right 
back at the beginning again but, 
that aside, Arac will catch you in 

After it had loaded — yes, I'm 
afraid it's one of those awful 
multi-load jobs — pressing the 
button took me into the fight 
once more. Smack, Powl It's 
easy to sta rt f ig htin g ag a i n 
because English have made all 
the events with the same 
control, with the exception of 
Archery and Crossbow. After 
mashing him to death again, I 
thought I'd go on to the next 
one, Archery. 

This was different as you had 
to aim the cursor, and then 
press fire to - qurte obvio us I y 
— - f re. Th i s event g ot a b i t 
boring, so I quickly went on to 
Bail and Chain — HI bash him 
across the head with this 
mace . . . ^Hnfl 

This was really good, and 
pretending that I was playing 
against the Ed was even better 

After playing the next two 
events, I came to a nasty 
conclusion, they were all near 
enough the same. I'm afraid so. 
Although you look different in 
each one, the moves are 
basically similar and it gets very 
boring after a while. 

Still as this game has good 

graphics and sound, it may get 
ought up quickly, but if you 
stop and stare at it, you may 
change your mind. Check it out 
before you buy, it may save you 
£8.96. 

Chris 



Graphics 
Sound 
Value 
Play ability 




ill 



its web of intrigue and 
pi ay ability. 



Usly 

Graphics Wi*. 9 
Sound *™?*6 
Value m HTT! m 8 

Playablity ^ W 8 



• Machine: CI 6 

• Supplier: Elite 

• Price: £7.95 
Bomb Jack, that little guy who 
has the strange hobby of 
collecting bombs, has decided 
to show up on the CI 6. 

The basic idea of Bomb Jack 
is, as I said, to collect bombs all 
over the world. You, as 
Bombjack, can fly, jump and 
welk your way through different 
layouts of bombs, collecting 
lots of points. 

Bomb Jack features different 
graphic backdrops, well at least 
on all the other versions it does. 
The C1 6 version really is quite 
poor in comparison, only 
having one backdrop. 

The sound is also not up to 
the original versions. 
Unfortunately all you get is a 
muffled fog hom et the start 
and the beeps and bips, that's it. 
As to your actual character, 
welll Your man has some very 
bad attribute problems, those 
usually associated with the first 
batch of Spectrum games. 

At its very best, Bomb Jack on 
the C16 is a terrible game. It r s 
sad to see this sort of rubbish 
being churned out on the C1 6 
for £7,95, when you can get 
something like Tritons for 
£1.99! 

Chris 



Graphics 
Sound 
Value 
Playablity 



6 
3 
3 
3 




Wi 1 1 catch you with its web of 
intrigue and payability. 

Computer St Video Games 



Headcoach will become for 
American Football what my 
Football Manager has been for 
soccer fans- unbeatable. 

Kevin J Toms 



An arcade adventure with 100 screens featuring some 
of the finest graphics ever seen. 
You must guide Arac to assemble his army of animal 
slaves which togetherwith the dreaded Arachnidroid 
will enable him to penetrate the fortified citadel and 
deactivate the three reactors. 

ftu will need all your strategy and arcade skills to get 

you through this one! 

£9.95 for the Commodore 64 



1 rVrato™ 
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Lf IR EL the 3D aneadr challenge totthelh inking player 

• Vnind strelchi rig sc reens.. each or* mc*e Complex lhar,!he 
previous but prpuidingftiCiwundividLial nhjIletiEe 
C« 95 tor the SPECTRUM 
MONSTEfl HlT^Crjn?fnj^ Jrj^ '86 






GER 



This is an American Football Manager with all the 
enjoyment of building a team that can climb up 
through the leagues to win the SuperbowL 
Not only will you manage the quality of your team, but 
also direct each actual gameplay throughout every 
match, thus driving your creation up through the tables 
to success. 

Weeks of enthralling entertainment. 
£8.95 for the Spectrum 



► 




Still i n the chans flffet four yeare, Britam'5 mosl popular FGotbalt 
Management aame ever Now availabreon Amstrad <ir £8. 95 • Alari 
al £9. 95 BBC -V. tfl 95 ■ Commodore 64 #\ tS .95 ■ C 16-Plus 4 al 
E6.95 Eleelron^C8,95 SpeclruinalCe,95- VIC 20 pi us 16K 
L at £7.95 -2X810(1: 7 95 



ddictire 



If you play Addictive games you must 
want one of these (the sh trt! ! i 5 ma 1 1 
Medium Largeor XL -£4-50 each 



PAYMENTS 



Addictive products can be bought from 
all good software stockists but in case of 
difficulty may be obtai ned d irect from us 
by mail order at the prices shown (UK 
P & P included but overseas customers 
must add £ ]. 50). 

^^■1 Accessor derecan be telephoned (hrcxiflli cm 





^ v* Addictive Games Ltd » 

10 Albert Road ■ Bournemouth 
Dorset BH1 1BZ Tel: 0202 296404 



Wdictire 



vT Addictive Games Ltd • 
" 10 Albert Road - Bournemouth 
Dorset BHT 1BZ Tel: 0202 296404 
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RVE 
HEADBAIMGER 



• Machine: Amstrad 

• Supplier: Firebird 

• Price; £1 .99 

Harvey Hesdbartger, what a 
strange name for a game I 
thought as it was thrown at me 
across the room. \ do hope that 
the game isn't as bad as the 
title. 

So, with caution, I placed the 
tape into the Amstrad and away 
it went. After about a minute my 
ears were assaulted by what I 
thought was a horrible version 
of the Monty Python theme. 

Unfortunately, the tune kept 
playing while the game was 
loading, so it was a 'quickly hit 
the sound control' job. At last it 
was loaded! 

There I was r plonked in 
mid-battle with Hamish 
Highball and he was quickly 



filling the whole screen with red 
squares. I can't have that, I 
thought, so I moved around the 
screen pasting blue squares all 
over his. 

Then asp I, I found that when 
I closed up a square of blue 
squares, the ones in between 
changed to blue too. Also a lot 
of cocktails appeared and as I 
collected them, my twisty tube 
at the side of the screen filled 
up. I was winning. 

Then it had to happen, we 
bumped into each other, we 
both blacked out We wandered 
around the screen hopelessly 
for a good few seconds, before 
returning to normal control. To 
win a point, you don't have to 
fill the whole screen with your 
colour, you must trap your 
opponent, by boxing him in and 
filling the box with squares. 




• Machine: Spectrum 
48K 

• Supplier: Creative 
Sparks 

• Price: £1 .99 

Snodgits is wonderful It's 
cheep, simple to pick up h hard 
to put down, end extremely 
pretty r 

You take the role of Benton 
the Butler, servant to the 
Snodgers, a frightfully 
well-to-do couple. In the family 
household, some very pecu I ier 
happenings have been, urn . . . 
happening. Objects have been 
going missing. This spate of 
'snodgering' has reached such 
an alarming rate, that a team of 
famous, though largely 
incompetent, detectives have 
been ca Fled i n to try a nd solve 
the case. 

Being a more than marginally 
smart butter and not wishing to 
believe the disturbing rumours 
of S no do its stealing all the 
household objects, you decide 



to solve the case yourself. 

Nothing particularly amazing 
as yet. But \ haven't explained 
about the graphics. They are a 
little like Ultimata's 3D 
excursions, except they scroll, 
and are huge! Your character, 
as all the others, is very well 
animated, and decidedly 
"cute", You can walk around 
the mansion, going up and 
down stairs, in search of the 
object or person you are 
pursuing. 

There are also various items 
of scenery dotted around, such 
as grandfather clocks, baths, 
bookcases, plants and desks, 

Despite being a little jerky, the 
animation is good. 

Snodgsts is well worth the 
money. Extremely entertaining, 
and easy to get going with. 

Jim 



Graphics 
Sound 
Value 
Placability 



8 
5 
10 
B 




Now onto the graphics. The 
characters are cute and swing 
around with some good 
animation. They are also nicely 
coloured, and in quite high-res 
— rare for the Amstrad. 

Now to the music, which is 
quite good, it's a nice little tune, 
which you can turn off if you 
want. 

Ove rail. Harvey Headbanger 
is a great game, despite its title 



and horrible loading music. If 
we get this kind of quality for 
£1,99, we should get Arcade 
quality for £9.9511 

Chris 

• Graphics 

• Sound 

• Value 

• Play ability 



TRIZONS 



• Machine: C16/+4 

• Supplier: Bubble Bus 

• Price: £2.99 

Tritons f What an original name. 
I wonder if the garnet as 
original as the title. Only one 
way to find out . . , Load it 

On loading Tritons, I was 
presented wath a niffty coloured 
word, which was TRIZONS 
(How amazing — Ed} 

The first thing that hit me was 
the scrolling, well wicked. It was 
just as smooth as any game on 



the C64, which is very rare on 
the C16, Then after my initial 
shock I settled down to playing 
the game. 

As this is a 'Blast them to 
mega-gafactfc dust' type of 
game,Tfound it pulling me in 
very quickly. The action is fast 
and furious, and my joystick 
thumb went into its well 
practiced routine. 

You control a space ship — 
oh yes, and you must stop the 
invading Trizon force from 
taking over or destroying the 



• Machine: 

S p ect r u m/Am s t r a d 

• Supplier: Ariolasoft 

• Price: £8.95 fcass) 
£14.95 (disc) 

Every now and then, a new idea 
on an old theme pays off. This 

I H it if i m 



It -'ft m H|' m 

| J ! \ j \ . 



CI 



time it J s Toadrunner from 
Anolasoft. This game is your 
sort of "Wally come Sabre 
Wulf" type, and I think it may b« 
set to become a classic. 

The aim of the game is to - - . 
wait for it . , , find the princess 
and then who knows what you 



f 
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• Machine Amstrad 

• Supplier: Mastertronic 

• Price; £1-99 

Storm Is by far a nd away the 
best budget game IVe ever 
seen on any micro. A big claim* 
Maybe so. But my advice is to 
play it yourself and find out for 
yourself. 

Storm is the first of a bunch of 
Gauntlet clones about to hit 
your home games machine. 
Gauntlet t just in case you 
haven't seen the game in the 
arcades, is an amaiing 
multi-player D + D adventure, 
The official version is on its way 
from U.S. Gold — ■ but watch out 
for other clones. But whale 
you're waiting — \f you own an 
Amstrad — get some practice in 
with Storm tne Warrior and 
Agravain Undead on a mission 
to rescue Storm s wife Cnmne, 
a prisoner in Una CuirTs castle, 
•gar 
fertwdf 




Ttroliing oa'ch chara 
have to find your way 
many mare-like r 
to the walls with 

barbaria 




iers and na 
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nasty 



monsters. Pick up food and 
drink to preserve your energy, 
and discover bits of armour to 
protect yourself. 

Find a scroll and you can use 
its magic like a Smart bomb to 
destroy all the inhabitants of a 
room — but you'll have to zap 
the monster generators you 
find to stop more enemies 
being created , 

The main aimofthegame is 
to col lect three snake brooches 
which give you the power to 
unlock the door to Una's lab 
where Corrine is being held 
captive. 

But along the way you're in 
for some tough battles and 
baffling puzzles. 

The graphics would look 
good in a full price game 
Extremely colourful Vou get an 
overhead view of each room 
and took down on the character 
you control. Messages about 
each room, sometimes giving 
clues, scroll across the top of 
the main play screen. More 
messages about items you 
discover also appear here, 
When you eat something a 
message like ' That's the best 




thing I've tasted all day!" 
flashes up. 

You have to move pretty 
quickly to succeed inSrprm — 
there's always some thing or 
somebody out to kill you. And 
even if you've cleared one room 
the monsters will return if you 
try to re-enter it. More fun for 
the map makers out there. . . 

The only thing I didn't like 
a bout th e ga me 1 s th at you 
don't get a joystick option. The 



whole thing runs from the 
keyboard. This addition would 
makeSform as good as many 
full-price offerings around right 
now, A budget game that thinks 
it's worth ninequid! 
Tim 



Graphics 
Sound 
Value m HIT! * 
Payability ^ ^ 




planet. To stop them you must 
hlast through 32 different 
levels, which unfortunately get 
harder each time. 

The aliens attack in different 
wave forms too, so it's hard to 
know what's going to happen 
next. This is not space invaders 
style though, it's more like Jeff 
Minter's attack of the mutant 
camels, well the same sort of 
scrolling anyway. 

To reach the next level, you 
must build up your Tri? force, 
which is shown in the top right 
hand corner of the screen, by 
zapping the aliens, But — yes, 
there is always a but — if you let 
some Trizons slip past you, 
your Triz force will be depleted. 

might receive! But first you 
must find the Stone-master, 
and kill him. Classic see nerio, 
eh? 

Your character is, of course, 
the hero, a big toad who is quite 
intelligent — I think he may 
have been a prince once. 

You must use objects found 
around various screens to 
solve lots of diabolically devious 
and logical puzzles. Great stuff I 

When you. start off ypu find 
yo u rself In ft too m with a /at h er 
nasty looking son., making 

racuum type noiSes> 
ist first sort out how you 
jingtogetpasthrm,^ 
/ou notice a lighter which 
he appears to be standing on. 

So what do you do? Well 
yOU remove tho tighter, it s 
fairly easy, they guy will 
down away from the exit 
allowing you to pass. Simple. 
Vou then find yourself faced 
with a problem of mufti -ex its. 





The graphics are the best I 
have seen on a C16 so far. The 
scrolling is really smooth — yes 
I know I said that earlier, and the 
aliens even have shadows. 

The sound is about average, 
but the gameplay is definitely 
above average for a C16 game. 

So go buy frizons, if you like 
blasting, it's a real knockout. 

The best C16 game I've seen 
for a long while- 
Chris 



Graphics 



3 

tw - $ 
Sound m HIT! m 9 
Playability^ & 8 



one of which is safe, the others 
deadly. 

One feature which makes the 
game a little difficult is the thief, 
a sly type who goes around 
pinching objects. But as with all 
nasty types, he's a bit dim and 
will drop whatever he is 
carrying to pick up something 
else. You can kill him, but if he 
is carrying a vital object you 
may not be able to complete the 
game, so keep an eye on him. 

As with most games you have 
lives and Toacfrunner is no 
exception. You have a jar of 
energy which runs down a little 
everytime you hit something 
horrible. 

Chris 

Am s/ Spec 

• Graphics 9 8 

• Sound 6 4 

• Value 8 8 

• Ptayability 7 7 



BOOTY 



"5. c - 

(J 1> |- 



if*. 

Ml' 



£ SHI™ jifl-o^ 
S = = s 9 
43 Pill 

£ c "K w > i- 



Oilg? 

* is 1 " 



^ 1 c 

* O a) (S , G 

~ f c 1 % 

c& 0 (u I 

!D -Q —> Qj 

Ol^o O c C 

c " ^ 3 O A3 

o c 51 > £ i= 



Die v= 
ra ™ b *T 

M c Si >a> 

> — O ^ cr^ 

5 c3 "c ,_: 
c 015 B ^ t ^-c 

> e i c |*5j5 fi g 

s £ > o o - o 5 



a S £ 

*" - O c n * 

iff III 

S 2 OE 



£ co O 



ro 5 a oa^-o 

>(J£ C k. W 

- a? c sici 

g &±: g 5-*s 

. 4 V- E « — 
^ — *3 3 



sq o. £ 

> o>£ 

C O 



U 



5 % £ <§ ^. 



■ — •■- 

T3 



Lh- 



cj ui o 

111 



iu (fl 1- 0) « ^ 



-. > s 

".5 



C*VG 



SEP 



sow*** REVIEWS 



MERCENARY it 

• Machine: C64/A1ari 48k 
ft Supplier: Novagen 

• Price: £5.95 Cass/£9.95 
Disk 

The much talked about Second 
\Cfty is here! Yes folks, 
Mercenary I! is about to hit your 
screen. 

The Second City orSC as it 
will be referred to from now, is 
a new datasei for Mercenary i. 
Needless to say, you can't play 
SC if you haven J t got 
Mercenary, 

Now on the packaging 
accompanying this new disk, 
which has the same artwork on 
the front-only in red, It tells you 
th at SC h is a new cf eg ree of 
complexity, new buildings, and i 
no clues as an records have 
been destroyed, 

Wei I thi s may be so but I 1 
decided that no cha H enge wa s * 



O 



SECOND CITY 

too big and fired up my 
dominion dart, in search Of 
stardom, riches, and a job. Your 
pocket computer, Benson, tells 
you about various messages 
you receive, I read in the 
instructions, and sure enough 
up popped the message "JOB 

But it seems to me that all the 
same stuff is still inSC, only a 
bft harder. The graphics in the 
ga me a re wh rte and red, ju st 
like the packaging, which is 
exact ly the sam e as the ofd one. 

If you are interested in buying 
this one, check it out carefully 
before buying as it all seemed 
the same to me, Chris 

• Graphics 8 

• Sound 4 

• Value 4 

• Playablity 5 



SUMMER 
SANTA 




• Machine: Spectrum 

• Supplier: 

Alpha-Omega 

• Price: £1.99 

Summer Santa? Could this be a 
game that didn't see the hght of 
day when it was supposedto? 
That's as maybe — but this 
offering from a new budges 
label is pretty basic arcade 
adventure stuff Pretty basic 
graphics, pretty basic sound, 
pretty basic ideas — but pretty 
piayable too! 

The idea of the game is to 
help Santa get presents from 
his grotto to the house — which 
is full of stockings waiting for 
gifts. Hazards include barking 
dogs, rampant kitchen 
equipment and awkward 



and jump his way around the 
house delivering the presents 
one by one. He can only take 
one gift from the grotto at a 
time you see. You get poi nls for 
delivering pressies and for 
drinking the sherry that has 
been left out for you. Despite 
several glasses, old Santa s-til I 
manages to keep from falling 
over, Strange this . . . You also 
get a demo mode which shows 
you how to deal with many of 
the hazards in the house. You 
can play using keybard, or 
joystick and define your own 
keys if you want. Not brilliant — 
but not bad either. 
. _ Tim 

• Graphics 6 

• Value f> 

• Sound 4 

• Payability g 




SOCCER 86 



Machine: Amsirad 

• Supplier: 

Loriciels/Activision 

• Price: £8.95 

France may have been one of 
the best sides in the recent 
World Cup — but this soccer 
simulation from ihe other side 
of the channel leaves a lot to be 
desired. You only get four 
teams to choose from, game 
control is decidedJy dodgy, 
scrolling is jerky and it's much 
too easy to score 

The look of the game is 
similar to Match 
Day/International Soccer . The 



teams run across the screen — 
\~r.v. vou have (o wait for the 
scrolling to catch up with your 
player if you move to the side of 
the screen to fast for the 
machine! 

The graphics are chunky and 
the sound pretty average. Not 
the best soccer simulation on 
the market. Definitely well 
offside, Saint! 

Tim 



Graphics 
Sound 
Value 
Playablity 



5 
5 
5 
5 



DEKORATING BLUES 



• Machine: Spectrum 

• Supplier: 

Alpha-Omega 

• Price: £1 ,99 

This is probably one of the best 
presented budget games out 
right now. It has lots of tittle 
frills like loads of different 
Joy stick/key board options a nice 
loading screen, built in speech 
and pretty "game over" 
sequence. But it still doesn't 



slop it being a bit like Pec- Man 
in reverse. 

instead ot eating power pills 
your little paintbrush leaves 
little dots behind as ft dashes 
around the different screen 
patterns — chased by 
numerous nasties, Walter Wall 
has to decorate a tot storey 



His devious plot includes, 
bribing the building's security 
guard to arrest you, dragging a 
skinhead off the street to deface 
Welter's work with his aerosol 
can and he even releases a 
venomous snake into the 
building's corridors. Walter has 
some wallpaper paste which 



bui (ding , however h is a rch ri va I, can be dro pped to te m pora rily 
Matt G Eoss i s d eterm in ed to stick h is pu rsu ers to th e f too r . 



disrupt work that Walter has 
done. 



Graphic's are a bit small and 

ddlv. M y Uflrsifin had the hiik 



of fli pping meo nto th e next 
floor even before I'd finished 
filling up the screen pattern I 
was playing. Not one that will 
keep you busy for long, 

Tim 

• Graphics 4 

• Sound 5 

• Value 5 

• Playablity 5 
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ajta - AN'C PRODUCT 
DEVELOPMENT PRECIPITATES A 
MARKET POSITIONING CRISIS: 




SWIFTLY THE PRODUCT" 5 
STRENGTHS ARE ANALYSED 



"ARGE7 CONSUMER 
DEMOGRAPHICS 

ARE IDLN TIRED 






S& MERCHANDISE 



BOOKS: Rogue Trooper comic strip 
albums. 1,2,3 arid 4. now available 
64pp. E5.50 each, incl. PjfcP 

(see pre on right), 

T-SHIRTS: Full colour in smalt, 
medium and large. 
£6.30 incl. P&P 

(Design pictured on teft\ 

Send 1 cheques or Postal Orders only to: 
FOP. BIDDEN PLANET LTD. {Dept. CUG) 
P O. BOX 378. LONDON E3 4P.D, ENGLAND 





FORBIDDEN PLANET 1 

The Science Fiction and Comic Shop 
23 Denmark St. London KVC2H SNA 
Tflt: 036 41TB 

FORBIDDEN PLANET 2 
The Film and TV Fantasy Shop 
opening nMES: iwm-fipm SB SI. Giles High St. London WC2H BLH 



THURSDAY: 



1Cam-7pm 



Tel: 3796042 



ENGLAND'S PREMIER SCIENCE FICTION, COMIC BOOK AND FILM & TV FANTASY SHOPS! 
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***** REVIEWS 



• Machine: Spectrum 
48k 

• Supplier: Mirrosoft 

• Price: £7.95 

Dr Bfitren is t>ack r and now his 
meaner than ever. There's only 
one person who can stop him 
and that's, (Drum roll please), 
Dynamite Dan, 

Yes good ol' Dan is back and 
its up to him to stop that Blitzen 
bloke again. But as you may 
have guessed already, its not 
that easy. (You don't say) What 
Dan has to do is this. First he 
must land hisZeppeJEn air ship 
on the first island 

Then he must find the record 
(yes the one that has music on 
it) and then locate the jukebox, 
snd the record]]] 

After Can has collected the 
record he must then find the 
fuel to charge up his zeppelin 
and get off the island. He must 



DYNAMITE II 



then proceed to the next island 
and do the same task. 

The sprites by the way, can 
steal objects off of you so even 
if you collect one of the useful 



objects, you may not have it for 
very Jong, (but there is an object 
that will stop the sprites 
stealing from you J 
One nice feature about this 




9 a m e r s the fact th at th e 
controls are Auto Select, ThFs 
means that you don't have to 
use the same old boring menu r 
which we see at the start of 
most Spectrum games. The 
computer wHS automatically 
select Kempson, if you have the 
Kempson interface plugged in, 

Dynamite Dan if is definftly an 
above average platform game, 
it uses nice colour graphics and 
also some rather nice music, if 
you can hear itf We had the 
office 'nutter' Garry singing so 3t 
was a bit hard to listen to til 

Dynamite Dan H is well worth 
the money , its a great challenge 
to play, and if you bought 
Dynamite Dan then you'll 
defimtly want to get the sequel 

Chris 

• Graphics g 

• Sound 7 

• Value 9 

• Payability 8 



DANTE'S INFERNO 



m Machine: CBM 64 

• Supplier: Beyond 

• Price: £9.95 

I am the way into the doleful 

city, 

I am the way into eternal grief, 
I am the way to a foresaken 

race. 

Justice it was that moved my 

great creator; 
Divine omnipotence created 

me. 

And highest wisdom joined 
with primal love, 

Before me nothing but eternal 
things 

were made, and I shall last 



eternally. 
Abandon every hope, all you 
who enter. 

Join Pilgrim, the hero of 
Dante's classic medieval 
adventure Inferno, on a journey 
into the depth of Hell to reach 
Mount Purgatory on the other 
side of the world. The perilous 
journey leads to conflicts with 
the evil monsters and sinners 
that inhabit Hell, ending in a 
confrontation with Lucifer 
himself. 

The damned and a whole 
host of demons attack Pilgrim, 
each more fiendish as you 
progress through each level. 

Various objects are scattered 



around the game, two of which 
Pilgrim can carry at any time. 
They are displayed at the 
bottom of the screen. 

In the first level you'll need a 
good rope and a bag of money. 
Carry these to The underground 
entrance to the next level and 
descend. 

You'll find yourself standing 
on the edge of a lake or river A 
boatman will paddle by. Pay 
him the money and he will take 
you across to the other side. But 
don't hang about otherwise a 
swarm of hornets will kill you. 

Basically Dan te '$ In fern o ibd 
maze adventure. Maps are 
necessary to avoid being 
hopelessly lost, 



Points refect the amount of 
success you nave in the game. 
Fail and you will suffer the same 
fate as the sinners on whose 
level you perish. 

The only realgrumblo about 
Dante 's tnferno is the quality of 
the graphics. The Commudore 
is capable of better. 
On e th in g you can be s u re of 
antes Inferno is that 



w [\ _. 

you'll die the agony of a 
thousand deaths 



Graphics 
Sound 
Value 
Payability 



Paul 

7 
7 
7 
8 
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THRUST 




• Machine: BBC 

• Supplier: Superior 
Software 

• Price: £7.95 (tape) 
£11.95 {disk} 

Thrust received rave reviews 
when it first appeared for the 
Commodore 64. and it's easy to 

why. This game has class, 
and if s lost roth ing in its move 
to the BBC. 

It's a real pleasu re to find a 
space arcade game that's not 
just another whizz -banc shoot- 
'em-up, all reflexes and pre- 
cious little brain. The story 
beind the game is simple. You 



mm 



must visit 24 planets in turn, 
picking up Klystron pods via 
your tractor beam, and if possi- 
ble destroying the ptanef s reac- 
tor in the process. 

But never mind the storyline, 
what grips is the graphics. Your 
spaceship drifts above the 
planet, pulled every which way 
by the forces of gravity, inertia 
and momentum gravity. You 
control it by rotating right, left 
and a touch of thrust. This is 
ballet in the air. You must man- 
ouevre your apparently weight- 
less craft out of the way of 
hostile fire, pick up fuel and the 
all-important pods — which are, 
to make things awkward, 



heavier than the ship — then 
hightail it for the cosmos and 
the next planet 

It's difficult to explain the 
sheer addictive pull of this 
game. The graphics might be 
smooth, with very superior 
movement but they're not 
spectacular to look at- It's all in 
the sheerskil! and delicacy 
that's needed to pilot that 
spaceship. Try it. 



Graphics 
Sound 
Value 
Pla Y ability 



9 
7 
7 
10 



WINTER 
EVENTS 



• Machine: Cl6/Plus4 

• Supplier: Anco 

• Price: £7.95 

Summer is here and the time is 
right for. . .Winter Events* Yes, 
Anco's long-awaited feast of 
fun and games in the snow is 
here at last. 

Well almost. The preview 
copy sent to C+VG lacked two 
of the ski events. But if the 
remaining sports match up to 
the rest of the games this will be 
a nifty simulation and a must 
for C16and Plus 4 owners. 

Okay, there's nothing 
dramatically new about Writer 
Events, There are quite a few 
games like on the market but 
this latecomer is one of the 
best. 

You get all the usual 
tri mmings to the game — 
opening ceremonies, choice of 
countries and one to four 
players. 

The graphics are excellent 
and the events — biathlon, bob 
sled, ski -jump, skating are 
guaranteed to cause maximum 
distress to your joystick. 

Great fun. Check it out. Ifs 
one of Anco's best, 

Paul 

• Graphics 9 

• Sound 7 

• Value 8 

• Payability 10 





D.B.B 




• Machine: BBC 

• Supplier: US Gold 

• Price: £9 95 

This is a compilation of th ree of 
Ultimate r s tried and trusty 
favourites —Aden 3 f Lunar 
Jet man and Jetpac 

Alien 8 is the one where you 
manoeuvre a cute little robot 
around a vast sh ip invaded by 
aliens, all attempting to wipe 
out the last of a dead planet's 
cryogenically preserved race. 
It's basically Knight Lore in 
space, with the now familiar 
superb scrolling graphics and 
imaginative features. 

Second on the tape \sLunar 
Jetman, a straightforward 
arcade game in which Jetman 
has to save planet Earth by 
destroying the aliens' missile 
installation, driving around in 
his Hyperglide Moon Rover. 

The graphics scenario isn't up 
XoAlien 8 standard, but better 
than most arcade games of its 
type. 

1 On the "lip side of the tape is 
JStpac, another arcade game 
wherein you flit about the 
Galaxy amassing as much 
treasure for you rself as you can. 
As a game it's pretty standard 
stuff, but again the graphics are 
above average and the music is 
classier than most. 

AH in all, if you're an Ultimate 
fan land who isn't? h a good one 
for your shelves. Njchy 

• Graphics 9 

• Sound 8 

• Value 9 

• Payability 9 





Adventurers are notorious hoarders nf treasure. And 
here's your chance to lay your hands on some more 
thanks in ihnse generous people at Level 9 and Hamhird. 
They have just released Level 0V Middle Earth trilojjy as 
a compilation — newly tit led Jeu -eh of Darkness And 
they want you, dear reader, to pet your paws on some 
jewels from top high street jeweller H. Samuel. We've got 
£200 worth of//. Samud vouchers to give away to the 
lucky adventurers who can answer Keith Campbell's 
Level 9 Quiz questions. 

• Two first prize winners will #et £50 vouchers to spend 
in their local H. Samuel store, four runners-up will each 
get £25 vouchers. So get into your thinking mode and 
puzzle out the answers to Keith's quiz. Then send your 
entry coupon to Computer and Video Games, Jewels of 
Darkness Competition, Prion- Court, 3042 Farringdon 
Lane, London EC1R3AU, Closing date for the 
competition is September Itkh, normal C+ VG rules apply 
and Keith's ^ ^ decision is final! 



KEITH S LEVEL 9 QUIZ 

t ) Which Level 9 Adventure was named Ad venture of the 
Year at the C+VG Golden Joystick Awards? 

2) Which character, created by famous Monty Python 
star Terry Jones starred in a game written by Level 9? 

3) Which famous schoolboy's secret diarv was turned 

9? 



I 
i 



C+ VG/LEVEL 9/RAINBIRD JEWELS OF DARKNESS 
COMPETITION 

Name 

Address 



My answers: 




£8-95 
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THOR COMPUTER SOFTWARE LTD. 

I.C.U.RS. 




I THOfl Cufiiputff Software 



SALES 01-379 6755 
01-240 9334 
INTERNATIONAL 44-1-379 6755 
SPECTRUM 48K-CQMMODORE 64 






Welcome to IDEAS CENTRAL* My name Is Melissa 
Ravenflame, l,C, eo-ordinatan IDEAS CENTRAL Is whore 
you'll find the Bug Hunters' HO and the man who keeps 
those rogue robots in order — Jackson T. KalHber. Jackson 
makes sure OTIS 5, Big Red, X and B-Con get out there to 
find the hints, tip* and pokes you all so desperately need 
for a happy existence. Don t tell them — but i can't rely 
on them to make a good job of it. 

So the IDEAS CORPORATION and yours truly, Melissa 
need YOUR help* Remember, the IDEAS CORP will pay 
a large amount of credits to anyone assisting our 
enquiries. So, send your hints and cheats to Melissa 
Ravenflamop IDEAS CENTRAL, Computer + Video Games, 
Priory Court 30-32 Farringdon Lane, London EC1R 3 ALL 



1 




Darius Heydarpour s from 
Haastrechlin Holland and he has 
sent in some tips for a game which 
he thinks is the best flight/combat 
simulator — ACE. 

Approach the refuel- plane from 
behind with a speed 20 knots 
higher Than the retuel plane itself, 
After docking with the refuel plane 
never change your altitude or 
speed: if your tank is full and you 
are not docked any more, dive 
down to avoid a collision with the 
refuel plane. 

Ground attack: Keep your 
altitude between 1 50 and 250. 
Don't use air to ground missiles lo 
shoot down helicopters. You will 
need them for the SAMS and 
tanks. If you run out of missiles 
jse your machine guns, but, this 
is rather difficult and dangerous 
because you have to attack at low 
level. So be completely sure of 
your target when you fire off a 
missile. Don't waste them! 

Enemy planes; If the enemy 
planes appear on the map, climb 
to an altitude ol about 35000. 
Always keep your speed at a 
maximum. To shoot the planes 
use your normal guns. Only use 
your air to air missiles if you are 
absolutely sure to hit a plane. If an 
enemy plane is behind you shoot 
a decoy-flare and pull your 
joystick back to get behind the 
enemy plane. 

Enemy ships: Almost the same 
technique as the ground forces. 
Don I waste your missiles. 



Landing at airfields: When you 
approach the runway reduce your 
speed, It your altitude has come to 
300 put your wheels down. If you 
touch the runway the voice will 
say -touchdown". Reduce your 
speed lo zero. 

On higher levels ALL the 
enemies will fire brick ai you The 
best thing to do is to keep moving! 
For those of you who haw 
International Karate, our master 
martial artist Chris Cain tells you 
how to reach Black Beit. 

When you start to play, put the 
game into two player mode. Your 
opponent will not move, and you 
can bash him without worry. Hit 
your opponent as fast and as 
accurate as you can trying to get 
full points on each hit, On the tiles 
stage, keep doing left/right 
movements when the Gel Ready' 
message comes up until the end 
of ihe screen, as this part i$ based 
on reaction k you will break all the 
tiles. 

On the next fight jus! keep 
hitting him hard and fast, so that 
you receive lots of points, The 
r e ason tor all this is that you wil I 
now be playing Ihe computer, 
because you were the winner of 
the two player bout. 

In exploding fisl. me move tnat 
is most used is the sweep. IK's 
most useful move is the crouch 
punch. This can be used close up 
as well as a distance away. 

When you start a tight on the 
green belt level go straight into a 



toward sornersauif. and In en push 
the stick into a flying kick position, 
before your man lands. This will 
cause him to jump straight up and 
kick . so you g et 1 000 points . 

On higher levels, never attempt 
a roundhouse kick unless you are 
absolutely sure it will strike home. 
This is a dangerous move Also 
use punches rather than kicks as 
they are faster. 

Here's some extra tips if you 
have Ihe Game Killer cartndge, 
by Robcom Press the button to 
stop all sprite/sprite collision. 
When/if you get on to the second 
bonus round, the very difficult one 
with spears, you won't be killed, 
lust stand there and collect bonus 
points, 

A few hints for 'V irom Paul 
Cayne of Jarrow. To Open a 
security door switch to security 
mode and get all of the alien digits 
the same, this will soon become 
very easy . 

To set a bomb you take the first 
four digits of the clock from left to 
right and type them in exactly the 
way they appear. An initiation 
message should flash on. 

After setting the bombs you 
must have all five parts of the red 
dus1 formula to complete the 
game. Go to the air plant. To get 
the right code you must add up the 
aiien digits and divide by base six 
Once this has been done go back 
to the docking bay and press up 
on ship. 

If you don'l know how to 




DOR 



recharge lasers then press up 
when you are in front of a yellow 
and red outlet on the wall. 

Jon Wilde of Barns ley has 
these ttps for Green Beret The 
defenders who carry guns are 
able to walk up ladders. So, if you 
are on lop of a lorry or a platform 
beware at all times. The 
defenders who don't carry guns 
sometimes start to jump, but, to 
kill them, all you have to do is 
jump in the air and start to stab 
them. Try to save your weapons 
till the end because they have a 
final charge before you enter the 
next level. 

On level 2 (the harbour} when 
you see the man in the parachute 
in the sky go to the far left hand 
side of the screen as his bullets 
don't reach that far. But, beware 
of the defenders coming in Irom 
the left hand side. 

Finally, at the end of level two 
when the enemy launch the mass 
attack on you, you will encounter a 
bouncing dogl use the same 
method on them as the jumping 
defenders. Beware! They will 
attack you from both sides! 

The latest game to get the 
Kenneth Henry breakdown Is 
Koronis Ritt and the general tips 
go as follows. Stay on the move 
and never try to fight a saucer in 
front of a hulk, no matter how 
useful or useless it is. You stand a 
chance of blowing away the hulk. 
Discovering which hulks are 
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useful is a case of trial and error, 
The brown laser only fires two 
shots before needing recharging, 
whereas it is very difficult to fire a 
single snot from a green or purple 
laser. Most hulks have useful 
modules and some are more 
useful than others. 

Lei Psytek decide the value of 
ihe- module, then you can pick and 
choose between them. Make sure 
you have a good power unit, 
generator, shield, and laser. 

Try switching on a newly 
installed module and see if it 
switches off any other module, 
When you want to replace a 
module, this is the time to use the 
"add mod u le " option , not any 
Other time as you can just move 
the indicator over a blank slot and 
press the fire button. 

Radars are not classed by 
colours. A radar when installed 
and switched on just points to a 
module. So, when you think you 
have looted all hulks because 
there are no blips, switch on a 
radar and if there is still no blips, 
beam up and sell the radars for 
scrap. 

Nole down all the hulks found 
before you got killed and go 
straight to them in the next game. 
On rift one you must loot hulk one 
first and then replace your violet 
sh ields with the g reen shield , 
otherwise you could be killed by 
any firebomb. 

The colour class is red, orange, 
yellow, green, blue, purple. Some 
hulks on different rifts tend 10 give 
you the same modules, eg red 
frog on rift two and red tin opener 
on rift three, both give you exactly 
tne same coloured modules, 
made by the same race. 

Most useful modules on rifts 
one and two are marked in the 
descriptions. But when you are 
certain you stand a chance, go 
straight to the saucer base on rift 
20. If you know a hulk is useless, 
then shoot it (unless you have the 
disk version, where you can beam 
up and sell the module then beam 
down to the same rift again), 
Here are some general lips on 
Firebird's brilliant Thrust, for the 
64. Thrust is a game of skill, so 

it, 

• Count how many shots it takes 
to destroy the nuclear power 
station (the thing that looks like a 
house) on each sheet, by doing a 
dummy run When you play the 
game property, you should blast 
the station, one or two less than it 
takes to destroy it, at the start of 
thr? sheet. When you have got the 
ball, and are about to leave the 
planet, blast the station and then 
run and you will collect your 4000 
bonus. 

• When you are collecting fuel, 
only activate the tractor bean 
when you are near enough to it, if 
you put it on earlier, you will 



rapidly lose your fuel which is one 
thing you don't want lo do. 

• Try to collect all fuel, because 
extra points mean extra lives, and 
extra lives mean more playing 
time 

• On the third planet, you will 
notice there is a ledge with Ihree 
fuel pods and a gun limpet. This is 
the only place where I recommend 
that you don't collect the fuel as it 
is extremely difficult to do it, 

• When in doubt, blast! You lose 
no points for blasting things, and 
as you seem lo have unlimited 
firepower, it makes sense. Blast 
all limpet guns, as these can be a 
real pain, and it gives you lovely 
points. 

• Try not to spin around in circles 
too much, although this may be 
fun, eventually you will get 
overpowered by the ball you are 
towing and it will bring you 





John Fiett o* Inverness has come 
up with these hints for Redhawk 
On starting the game go to Fleet 
Street and into the newspaper 
offices. Read the sign to get the 
job. When the Editor tells you to 
say what you need, say "Film". 
After ihis turn into Redhawk and 
visit the following places and 
collect the items there. 

• Power Station; magnet. 

• Professor s House in 
Small man Street: gloves, 

• Ed s House in Brook Court: 
car 

• Director's House in Oxford 
Gardens: Wellies. Redhawk 
should wear these. 

There is also a vase, at the 
warehouse. FSy to the docks to get 
this, then take it to the Museum in 
Back Street, and give it to the 
Curator/Caretaker. He will give 
you a map. 

Once you have arrested 
someone — remember to gel a 
photo of them — you will be gjven 
a police radio. Drop this, change 
back to Kevin and take it again. 
This item is vital if you are to keep 
track of the muggings and super 
villains, The muggers are useful to 
keep your popularity up but the 
super Villains are vital to cracking 
the game. 

They are: Techno who robs the 
the bank in Side Street, Throw the 
magnel at him to beat him. The 
Rat who robs !he warehouse at 
the docks, Drop the cat here. 



Furso who robs the jewellers, The 
wellies protect you from him. 

Medmg who robs the gallery. 
Simply change identity here, 

Having beaten ihese viflains 
examine them and take the cards 
they are carrying as ihey defuse 
the bomb, this can be found by 
following Ihe map. 

This is as far as John has 
managed to get as the Professor 
keeps killing him, but. a few 
general tips are; 

Give Lesley the pink tube on the 
main, Give the Ed any pictures you 
take to get more money. Keep 
your popularity up. Get items 
analysed by the scientist or 
professor To find out more about 
people, go into the library as 
Redhawk and say the persons 
name. 

Knight Tyme tips come from J. 
Blakeley from Leeds. First, 
unwear and drop both the shield 
and the cloak of invisibility (it is 
wise to drop these in the same 
place). Now go to the bridge, take 
the Mctable food from Sarah and 
the film from Gordon. 

Now, take the camera trom the 
recreation room, find Kiink and 
give him the film and camera and 
command him to help. 

Take the photograph, and find 
Derby IV, command hrm to help 
and he will give you the I.D. card. 
Now find S3 E3 and take the glue. 
This will give you the valid I D. 



card which you can now wear, 
Take the chocolate heart from 
Derby IV and give this to Sharon, 
command her to help for a vital 
clue. Take ihe Advert from her 
and the Gas mask — drop this 
with the cloak and shield. 

Drop the Advert in front of the 
airlock and use il to jump up and 
get the Slarmap and the pewter 
tankard. Give both of these 
objects to Gordon and you wilt 
now be able to move the starship. 
Fly to Starbase 1. When you 
arrive command Gordon to help 
and he wili mend the transporter, 

Taking the Advert, beam down 
to location X1 .Y2.Z3. Give the 
glue to Hector, and continue 
moving towards the right. When 
you gel to the end use the Advert 
to get the boots. 

Return to Che starship by 
beaming to XO,YO,20 and drop the 
boots with the gas mask r etc. Fuel 
the Starship and fly it to Monopofe 
(always fly at Tyme Distort 1 as 
this uses up less fuel), When you 
arrive, wear the cloak and the gas 
mask and beam down to X1 , Y 
Q.ZA 

Go towards the right and pick 
up the piece of sundial from the 
floor. Mow find Hooper and take 
ihe magtc talisman, the piece of 
sundial and beam back aboard 
the starship. Unwear the gas 
mask and cloak, and wear the 
talisman. 

Drop the pieces of sundial in a 
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heap and fly the starship to 
Res reat. When you arrive, wear 
me cloak, boots and gasmask and 
beam down lo XS.Y4.Z1 and find 
the barner, make sore you are 
wearing the talisman and cast the 
Remove Barriers spell. 

Mow find Murphy and take the 
piece of sundial — now drop the 
talisman. Beam aboard the 
starship, drop the piece oJ sundial 
with the others and cast a 
i igh:nmg Bolt. This will fuse Them 
together to form the Golden 
Sundial of Alpha. Unwear the 
necessary and fly to outpost, wear 
the cloak, boots and gas mask 
and pickup (he sundial. 



Beam to X8, Y9.Z6 and move lo 
the right, When you hear a 
booming voice, make sure you 
have the sundia Do Not Wear 
ft! I Keep moving until you find the 
Guardians oFTyme. Beam aboard 
the ship and fly to Gangrole (the 
black hole) and move to the far 
right of the USS Pisces and you 
will notice a tyme machine has 
appeared, mend it by casting g 
Lightning Bolt, make sure you are 
at Gangrole. and launch ihe tyme 
machine to end the gameM 

Below you will find a Star Map 
for Knight Tyme wh en was sent 
in hy George As Ian is of 
Tunbridgie Wells, 
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Nine-year-oid Bryan Stanley of 

Aylesbury owns an Amstrad 464. 
He would like some infinite lives 
pokes for Manic Miner. 

After reading the July issue Of 
C VG Robert Harp ham of 
South Yorkshire would like some 
one to tell him the Spectrum 
codes tor View to a Kit I. He also 
wan!s to know how many areas 
you rtave to go through to reach 
the lortresn on Commando. 

Jamie Kitchen of Sutton 
Coldf ield bought the Flintslones 



game Yabbadabbadoo!. but has 

found il extremely hard to play and 
jusl as hard to map. Does anyone 
have a map or any pokes for this 



Finally, Terry Walsh of Australia 
followed our hints for Gates ot 
Dawn in the October Book of 
Maps, but. after finding three of 
ihe swords he has come 
completely stuck and just can't 
find the fourth one anywhere. 
Anyone care to put him out of his 
misery? 



David Gentry of Brislol has sent 
in a list ol jewels and fireball 
combinations for Eidolon. 

• Level 1 red jewel — 3 red 
fireballs 

• Level 2 green jewel — 4 yellow 
fireballs 

• Level 3 blue jewel — 5 green 
fireballs 

• Level 4 red-green jewels — 6 
blue fireballs 

• Level 5 blue/green jewels — 7 
yellow fireballs 

• Level 6 blue/red jewels — 8 
blue fireballs 

• Level 7 b I ue/red/green jewels 
— g red fireballs 

• Level 6 — you need atl 3 
jewels which are floating in the 
tunnels. 



On level 8 the dragon is a little 
more complicated. Keep hitting it 
with the reds until it changes 
colour. Do the same with the 
yehow, green and blue fireballs. 
You should now have a three 
headed dragon. Hit this with 
yellows until it changes into a two 
headed one, then hit this with 
blues. The single headed dragon 
remaining is killed with red 
fireballs. 

To avoid running out of energy 
during any dragon battle, keep 
tapping the space bar. This way 
most of what is shot at you can be 
safely collected. A hit is only 
recorded on the dragon when it 
lights up the colour of the fireball 
you shot at it. 
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POKES 

More for IheMSX! 
The first one is for Mutant Monty 
and comes from Brian 
Lafersonne (again!) and wilt give 
you endless lives. RUN the 
program and PLAY Mutant 
Monty on the data recorder. 
10 CLEAR lOO r &H&7ff 
20 BLOAD CAS 
30 POKE-27871.0 
40 DEFUSR-&H90Q0 
50 A=USR(0) 

Simon Dobson of Devci "as one 
for Blagger and Manic Miner. To 

get onto any screen ol Blagger, 
press space bar and cursor to get 
into cheat mode then press cursor 
up. to view the levels and space 
bar when you get onto the level 
you want, Type in 10 Bload 
CAS: R ;8load "CAS:" 11 
Def usr O = &H9254 .255 z U srO(O) 
Manic miner. Load first section 
using BLOAD "MINER". Next Edit 
line 8 to change 
BLOAD" MINER", R to 
BLOAD 'MINER", then type the 
following and RUN 
10 POKE 3921 1,0:POKE 

392*2.0:POKE 39213,0 
20 POKE 61856,2 
30 DefusrO=39165:zUSHO(0} 
Julian Legg has a short program 
for C64/1 28 DISK only owners of 
Spindizzy which will give you 
infinite time. Type in the listing, 
save it and switch off your 
computer. Turn it back on, load 
SPINCHEAT. insert the original 
Spindizzy disk and press 
RETURN, 
10 REM *+ SPINMAKER ** 
20 REM ****** WRITTEN 
MCMLXXXVI BY ****** 
30 REM * * * GREMLIN * * * 
40 REM * *FOR J.R.C.S. * + 
50 REM ****** RUN THIS 
WITH A BLANK ****** 
60 REM ****** DISK ,N 

THE DRIVE, AND ***** 
70 REM * * THEN RESET * + 
80 REM ***** LOAD 
-SPINCHEAT-.B,1 
***** 



90 



100 

110 

120 
130 

140 

150 
160 



170 



165 
190 



REM ***** INSERT 
SPINDIZZY DISK ***** 
REM *** PRESS 
RETURN. YOU WILL*** 
REM ***** NOW HAVE 
INFINITE TIME ***** 
REM ************ 
OPEN 5AS S "0: 
SPINCHEAT,P,W" 
PRINT 5,CHR£(167); 
CHRS{2}; 

FORT=0TO92:READ 
A.PRINT5.CHR£(A);:NEXT 
CLOSE 5:PRINT"HACKED 
BY 1R.C.S. !:END 
DATA 1 6g .0,32, 144.255. 
234,234.169,8,170.168,32, 
186.255,169.5.162,248 
180 DATA 2,32,189.255,169,0. 
32,213,255,233,252,2,173, 
252,2,201,50 
DATA 208,3,32 
DATA 213.10.201 ,51 .208.3, 
32 

DATA 65,99,201.53.208, 
211.169,96.141,109,133.76, 
0,96,32,207.255,240 
DATA 251.76,167,2,0,0,0,0, 
0,0,0.0,0.0.0,0.0, 53,80,73, 
78,49.0,0.0,227 
220 DATA 2.227,2 

T R. Matthews of Cambridge 
has a few tips and an infinite lives 
routine for Cybemn on the 
Spectrum 

When you first start the game 
collect the boosters on either side 
of your start position, Collect 
everything else along your path. 

When you have collected these, 
proceed down into trie cave 
system and find parts of the ship. 
You can only use the pick up arms 
when they are flashing. Type in 
the program below and start the 
master tape from just after the 
basic loader program. 
1 CLEAR 24191: LOAD ' ' CODE 
INK 0: PAPER 0: PRINT USR 
24S76: PRINT AT 19.0:. LOAD ■'" 
CODE : FOR i=23446 to 23453. 
READ a: POKE t,a NEXT i ! 
PRINT JSR 23424: DATA 
62,157,50, 207.244,195,128,92 
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AFTER a hard day's work at the 
recording studio Del ray 
Feat son likes no thing better 
than kicking off his shoes and 
loading some games an bis 
Commodore 64. 

Del ray is one fifth of the 
phenomenon ly successful group 
Five Star who have achieved 
worldwide hits with songs IikeM 
Fall Down, Let Me Be The One, I 
Qan*t Wait, and the recent chart 
topper Find The Time, 

Dehor has owned a Commodore 
64 for quite a tew years now, aftef 
he convinced his parents to hoy him 
one, 

"When I was at school, I was 
taking Computer Studies", Delroy 
told me when I talked to him at 
C.B.S, Studios, London during a 
break in recording. 

l As well as doing programming 
during the lessons, my school 
friends and I used to play computer 
games, You know, the kind you type 
into the compoter from program 
listings. At the time, the only 
access I had to a computer was 
during my Computer Studies 
lessons, or going to a friend's house 
to playgames, so I thought it would 
be nice to have a computer at home, 
which my parents agreed to," 

What made him choose a 
Commodore 64? "It seems as though 
the Commodore 64 has got the best 
games around." 

What types of games does he 
fike?"J like to play arcade games. 
At toe momeni. my labourite game is 
fitstop 2. I also like the martial art 
Karate games like Yie AtKung Fu 
an d rVay at the Exploding Fist. 

"I like a game that offers me a 
challenge, something that will get 
my mind working and how I will plan 
my strategy via the joystick. I tfon't 
like games whi ch are too easy to 

The problem with the majority of 
games, is that once you 1 ire bought 
them and worked out how you play 
them, you quickly tire ol them and 
don't play them often ' 
Surprisingly, while Delroy plays 
at home, he 



doesn't 90 to the arcades. 

"The only lime I have ever been to 
the arcades is in Southend for day 
trips and visits. I really don't like to 
go to arcades. But as far as arcade 
games are concerned, one of my 
favourites is Pole Position. It's nice 
and fast. 1 " 

Also in the studio were the other 
members of the group, Delroy s 
brother Stead man and sisters 
Lorraine, Ueniece and Doris. So i 
asked the rest of them, do they like 
computer games? 

A sudden silence gripped the 
studio, and then a voice was heard. 
It was Dertiece wtio said. "Computer 
games are fun to watch. I prefer 
watch in? Delroy playing the games. 
But I tell you what! do like, it's 
Karate games. 11 

Mow about a Five Star compoter 
game? 'Yeah r it would be a good 
idea and rather nice. It seems a 
good idea tome", Delroy said. 

Has Delroy ever considered 
getting some musical add-ons for 
his Commodore 64? 

"I haven't until recently, but it is 
something I'm looking into. 
Something like the Commodore 
Sound Expander and Sound Sampler 
really appeals to me, as 1 think it 
would cut down an the costs Of 
getting equipment. I like the idea of 
sampling sound through a 
Commodore 64. The 64 is ideal for 
music and I'm sure I could mayhe do 
some rough demos on it with the 
right equipment 

What are the future plans for Five 
Star? "Well, we have our new album 
out which we are promoting at the 
moment in the UK, then later on, it's 
off to Europe, America and wherever 
else our records are doing well." 

Later a thaughi strikes me — with 
so much music now being written for 
the 64. woo id Five Star ever 
consider releasing their own 'cover' 
ve rs i on , of musi c from a 64 gam? 
Who knows, with Cleiroy so keyed up 
on computers, anything is possible. 

FAMOUS FIVE COMPETITION 

We've got a pair of tickets lor Five 
Star s spectacular London concert 



interview 




in September for the lucky wi nner of 
our famous five competition! And 
ten runners- up will get a copy of 
Five Star's latest hit LP. All you have 
to do is answer the questions below, 
fill in Che coupon and rush it to 
Computer and Video Games, Famous 
Five Competition, Priory Court, 
304Z Farringdon Lane, London ECf R 
3AU. Closing date lor the 
competition is September 161*, 
normal C+ VG competition rules 
apply and the editor's decision is 
final. Mow, just answer the famous 
five quii. . . 



1. Name Five Star s first UK hit 
single. 

2. Name the fa moos five which 
Michael Jackson started out with. 

3. Name the author ol the Famous 
Five series of books which also 
became a TV series, 



C ' Yfi FAMOUS FIVE COMPETITION 

My answers are: 




I 




I 



Name 

Address. 



Age. 



AND THEY CALL THEMSELVES 

ADULTS!!! 



The times they've 
left you at home 
because 'you're not 
grown up' or 'not old 
enough to come to the pub' 
and look what they get up to 
when they get there! Here's your 
chance to find out what it's really 
like in those smoke filled haunts 
of adulthood. The opportunity to 
see how good you are at these 
ADULT?? games. 
Why let the mums and dads 
have all the fun. Pub Games can 
be a laugh for eveiyone. 




a compilation of 

BAR BILLIARDS - DOMINOES 
DARTS -TABLE FOOTBALL 
POKER & PONTOON 
BAR SKITTLES 

available on 

Commodore 64/128 • Spectrum 48K ■ Amstratl 
Available soon BBC - MSX 
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Alligata Software Lid., 1 Orange Street. 
Sheffield 31 4DW. M | 
Tel: (0742) 755796 t f%^j * 




ALLIGATA BITES BACK ■ ALLIGATA BITES BACK 



BITES 





05 W 






That old man river. 



A clipper which brought tea for 
more than two. 




The German ship which 
sankHMSHgod- 



To celebrate Richard Branson's amazing record breaking Blue 
Riband run across the Atlantic, C+ VG and Virgin Games are proud 
to offer you the very special Virgin Challenge Grab Bag — packed 
with goodies! 

• Three top prize winners will get a Grab Bag complete with a 
Virgin Challenger t- shirt, a copy of the new Virgin Cha-'y > -game 
and a copy of the Now Music 6 LP. The 25 runners up will geta 
copy of the Challenger game, which will be available for the 54, 
Spectrum and Amstrad- 

• What do you have to do to win? Simple. Use the clues to 
identify the silhouettes of the ships on this page, fill in the 
coupon, answer the tie breaker question and send your entry tg 
Computer and Video Games, Virgin Challenger competition, 
Priory Court, 30-32 Farringdon Lane. London EC 1 R 3AU. Closing 
date for this competition is September 1 6th, normal C+VG rules 
apply and the skipper's decision is final. Man the lifeboats and 
launch your entry today! 



Name 



Address 



▼D 



Dive! Dive! Dive! In German, of course. 





Tie brea ker: N a m e the ocea n p as senger 1 i ne r wh i ch prevlo u s ly 

held the record for the Atlantic crossing 

Ship A is; - 

Ship 8 is; 

Ship C Is: 

Ship D is: 



COMPETITION 



• AMSTRAD 
464 

Hey! Yah! Pow! Krok!!! Bruce Lee 
Jnr is in town. He must do his deeds, 
as they say, and rid the mines of the 
evil within* You must kill all the bats, 
but watch out for the nasty spiders 
which attack you. 

You walk left, right, and kick by 
pressing the fire button and moving 
the joystick. This program runs on 
an Amstrad 464* 
Program Variables; 
AS - Bruce kick left 
B$ Bruce kick right 
SP - Speed of spiders 
Level = Used to add a little more 
time to the game 
Score - quite obvious really 
Bruce lives left 
WK - wait for a kick 
m,t = position of spiders 
bat,baty = positions of bats 
oldx,oldy = used to remember 
Brute's positions 
u,p = test for kicked bats 
m # bx,by,bt = used to build mines 

Note: On each level the time will 
increase, but you will move slower. 

# By Anthony Guy on 

5 REN BRUCE LEE JNR BY TONY GUYON 
IS BORDER flilNK 0,0<INK 2 , 2 : I NK 3,2 
6-lHK 4,3: INK 5,4 INK 6, 15= INK 7,19 
■INK 3, 13, 23; SPEED INK &5»iNli 9,12 
INK in, IS 

20 ent t*iwfo&*%*.wv 

2, 15, -1 , IS 
30 GOSUB 2000 REM u.d.9'3 
40 GiOSUB 5000: REM titles 
50 a**CHRi< 207 >+CHR$-:; 205 ) > b$=CHR5f:; 2 
05 H0HR*< 210) 

60 tim=4e = sP-=£0= lev* I =1-5 score=0 = n=2 

70 GOSUB 1000 i REM faw%$m the p lj.t f 

80 GOSUB 5000 REM set u.P bits 
90 GOSUB 8960 REM set u.P toP of scr- 
een 

100 EVERY 50 m$MB 2 150: REM set tin 
er 

110 EVERY . L GOSUB 300$ " REM set u. 
P spiders 

120 X=18iY=!5 REM Places teem* at 
art 

133 REN 3 LOCPTE X.. Y : PRINT CHR*;£0 

0 > 

143 WHILE tim>0 
15m di 

160 LOCATE 2, 5: REN S • PRINT CHR*: 143 
) : PEN 3 



170 IF x=2 flNC: y^5 THEN G05UB 5060 
180 IF INKEY<!72>=0 FIND OR INKEY 

-;72>=0 ANC- :>r=14 THEN y=y-3IF y<4 T 
HEN y=5 ELSE LOCATE * ,■ y PRINT CHR*- 
201 >: LOCATE *, y+3 PRINT CHRS< 32 1 GO 
S UE! £ !?0 : GO S UB 410 

130 IF INKEY* 73 ">=0 FIND x=5 OR INK£ 
Y-:73>0 FIND x=14 THEN y=y+3 IF a>2 

0 THEN y=23 = LOCATE >:,y-3 PRINT CHR 
*C32) LOCATE : PRINT CHR*<200) EL 
SE LOCRTE PRINT CHR$v 202 J' ■ LOCAT 
E =oy-3 PRINT CHRSC 32 ) GOSUR 220-GO 
SUB 410 

200 IF INKEVC74>0 THEN *= x-i : GOSUB 
350 i LOCATE * , y i PRI NT CHRS-. 203 >CHR£ 
■; 33 / : GOSUE: 25 , 0 GOSUB 410 
210 IF INKEY'. 75 j=0 THEN ^=;*>1G0SU 
B 330 LOCATE Y-- \ r i \ F'RINT CHF'$': 32>GH 
R*< 304 > - GO sor Q0$UB 4 Id 
220 IF x<=l THEN LOCATE y PRINT C 
HR$< 238 + ! LOCATE :<:.. y : PRINT CHR 

204 * 

230 IF *>=20 THEN LOCRTE - • y : F'RINT 
CHR$< 233 • *=;,:-■ 1 LOCATE * , y ■ PR I NT CM 
R* 1 ^ 303 ) 

240 IF INKEYW4 >*@ AND IHKEV-. 76 >'=0 
THEN LOCATE Kt>4. PRINT CHR9K 32 < -'=■■■- 

1 : y =y-l i GO S UB 3 59 • G 0§U B 2: 8 0 : L OCA T E 
>i,y=PR3NT : GOSUB 440 1 GOSUB 320; EI 
= DI= LOCATE :•<.■ y : PRINT" M : >:=x-l ; y =y» 
1 ; LOCATE k , y : RRTNT CHR*< 203 > = GOTO I 

250 IF TNKEY< 76 . ! =n RND INKEV-: 75 >=0 
THEN LOCATE x , y i PR I NT CHR*'.: 32 i a *a 
-1 •GOSUB 350: GOSUE 330 • LOCATE x,y P 
RINT b$ ■ GOSUB 440 GOSUB 320 EI W L 
0CATE X.- if ; PRINT" " x=>.;+ 1 y=y + 1 L0C 



ATE 
260 


■ F'RINT CHP$>::204 > • GOTO 

EI 


270 
230 


WEND 
END 


290 


rem tjtPdate 


300 


si-ore-s-cor-tf+l :RRINTlt4 s.co 


3 10 


RETURN 


■:2d 


REM UAIT FOR KICK 


330 


FOR uk-1 TO 90:NE>a 


340 


RETURN 


350 


REM hold.';, brii.ce i'TH 5-::r"-een 


';■ K 0 

370 


IF ;«>! THEN mx*l 
RETURN 


330 


REM holds brace io sc*^eeim 


330 


IF x>=20 THEN mxri 


4^0 


RETf.JRhl 


410 


REM iC'U.^d of i-teP 


420 


SOUNv 2, 40nri t N . ^ . . L - t , L 


430 


RETURN 


440 


REM #0!A^Cl »f k i ci. 


450 


SOUNl- 2-0, Ik? - 12.2.0,10 


460 


RETURN 



10O0 REM dr*wi:-,9 the P\'*tfi$*to$ 
101O F'RINT CHR*< £2 >+CHR$< 1 > REM tu.r 
« CHfi tr-3.risP.?.r ent. r^icide 
1020 by=£ 

1O30 FOR bx=l TO 4 - GOSUB lllO^NE^T 
1040 FDR bxw6 TO 13 1 GOSUB lllO^NEXT 
1050 FOR bx-15 TO 20 : GOSUB 1110-NEX 



continued 



T 

1060 if b-j-=zi then te7© else by=t-y + 

3 1 GOTO i@3.| 

1070 FOR bt«5 TO 84 "LOCATE 1 ■ bt F'EM 
9 ■ PRINT GHP$< 143) LOCATE l,bt PEN 

4 PRINT CHR$( 13$} i NEXT 

1880 FOR bx*2 TO £8*ba«£$YGO$U8 111 
3 i NEXT 

FOR bt=24 TO 5 STEP-l LOCATE 2 
0.-bt'PEN 9 : PRINT CHR*(143>> L'"if RTE 
20, bt PEN 4 -PRINT CHRSC 193 >: NEXT 
1 1 00 PRINT CHRS-; 22 >+CHR*( 0 ) - RETURN > 
RE M t u.r n s off t r. ?. rt s P e r e n t pftode. 
Jtli:sj LOCATE bx.-by PEN ? : PR I NT CHR*<: 
1 43 J LOCATE b:,. . by = PEN 4 : PR INT CHRSC 

1120 RETURN 
1130 RETURN 

1999 REM bru.ce.- bats. e=t... 

2000 SYMBOL RFTER 180 

2010 SYMBOL 158 , 422, &22 , . v. 88 

,f*FF,& { 44..£:44 = ftEM brick- hor 

2920 SYMBOL 199^27,^4,^311:. ^4*&&7 

,&E4,ii.3C, 3=24: REM brick v#r 

2R30 SYMBOL , & J C , % J.C , 4,49 > &7F, &1C 

>8i@/&i4« &22 : REM brace 

2040 SYMBOL 261 , fc5D ■ s-5D.- *49, &3E ■ &1 C 

.■ 4.3, &14, 8,14 = REM uP 

2050 SYMBOL 202, 1 C , UC, &8, &3E, 

f*49, 8.55I&14: REM bout) 

2066 SYMBOL £63 , & 1 8 ■• & 1 8 ^88 , &7E , & 1 C 

,^14,^24,^:152 REM left 

2070 SYMBOL 204, &18, & 18 £1 1 ■ &3E i & 38 

, &18, &24, &36 > REM r i9ht 

3030 SYMBOL 205..^.99,^99.3:eD,k5A,kl8 

.■^24, 4i@ • REM b*t 

2090 SYMBOL 206 , £0 ■ ± : 0 , ^O, £ ; 0, ^O, si42, 
&BD, &15 ! REM sPider 

£100 SYMBOL 207, U9, . &3 . U ■ &0, , 
&0,8*O REM kick left 1 
2110 SYMBOL 205: , & 1 8 , kDA , &64 , &r*8 i &£8 
,&,0 J &O,S<O:REM kick left 2 

2129 SYMBOL 209, &18, &2G, &1F, 
^0,^0,^0 REM kick ri9Ht 1 

2130 SYMBOL 210, k98, &2G, kCO, kSO, fc$ 
£0, S<0 ! REM kick right 2 

2140 RETURN 

2150 REM titter 

2160 titt=tiw-l i PRINTF*2 . t i tt 

2170 IF titt-O THEN bruce-1 : GOTO 400 

0 ELSE RETURN 

30OO REM set uP sPiders 

3010 PEN 2 1 REM colour for spiders 

3O20 FOR t=8 TO 20 STEP 3 

3030 LOCRTE rn , t PRINT CHRS< 20b ) : REM 

P r i fits &P i ders. 
3040 IF m>2 THEN LOCRTE m-l-t PRINT 

CHR*< 32 

3050 IF m>17 THEN LOCATE m.- 1 f PRINT 
CHRSC 32>;F0R i,JiPe=3 TO 20 STEP 3 LO 
CRTE m-l , wiPe : PRINT CHR$< 32 ') ■ NEXT ; tt 
*2 

3«60 IF x=tt AND t=y THEN GOSUB 4080 

REM testes for s-Pider hit 
30, r 0 NEXT 
3080 mtti+i 

3090 PEN 3 : REM resets brUces rolcSur 



3 1 OO SOUND 4,2,3,4, U , , 1 

3110 RETURN 

4Otf0 REM hit by sPider 

4010 b r u. c e - br ace- 1 

4020 PRINTF+3 , STRINGS bru.ce, CHR$( 200 

4030 SOUND 2/0.- 120, 15,2.0, 15 
404© IF bMic*=0 THEN DI ^ SOUND !. ■ 100 
139,0, 1, 1 ^ FOR rcill=0 TO 40 STEP 0. 
1 OUT &BC0G, 1 ■ OUT mim • r o 1 1 i NEi<T Q 
□TO 7000 ELSE RETURN 
50OO REM s.et up b^ts 
5010 FOR b*t=6 TO 16 STEP 5 
5O20 FOR baty=7 TO 19 STEP 3 
5O30 PEN 5 = LOCATE b.at .■ L^.ty : PRINT CH 

km. 205 ) 

5040 NEXT; NEXT 
505O RETURN 

5060 REM test for all the baits 9one 
5070 oldx^x : oldy™y 
508O x=0 : y=O 

5O90 FOR 1.1-175 TO 495 STEP 160 
5100 FOR P = 105 TO STEP 50 

5110 IF TEST(x+u...y+P >5 THEN x=old 
x ■ y=o Idy > RETURN 

5120 IF TE3T';>e+ijl,*+p :^0 THEN NEXT N 

60OO REM set higher level 

6010 LOCATE 3- 5: PEN 8 : PRINT"CONGPflT 

ULRTIONS! 1 " 

6O20 FOR r.ote=200 TO 40 STF.F-10 SOU 
HD 2,/iOte,5-NEXT 

6030 LOCATE 3 j 5 PR I NT STR I HfM 1 ? ■ 3 2 
> 

^040 SP==SP-1:IF sp<14 THEN &P*%$ 

6050 level= level +4 

6060 IF level >60 THEN level=60 

6070 tirn=40+ level 

6080 GOSUB 5000 ; GOTO 100 

7000 REM end of 9.?.r*e 

7010 MODE 1 ;PEN 1 

7020 LOCATE 10,5- PR I NT "SORRY IT'S t 
HE END 

7030 PEN 2^L0C:flTE 1 , 15 : PR I NT "Never 
n i r\ d , y o l>. 9 o t 3 s. c o r e o f " :■ s c o re ; " feo 
you " 

7040 PEN 2:L0CFITE 9 , 16 j PRI NT"thi ,,k 

you G*n do better ? " 

7050 PEN 3 : LOCATE 4 ■ 20 ■ PR I NT "Do you 

waTit to try a9« in? <y/ri> tf 
7060 y nS-I NKEY* • IF y nt=" "THEN 7060 
7 0 7 0 y 'n S = U PP E Ri C y n $ ) 
7080 IF yn*0 ,, V ,> AND yn40"N" THEN 
7O60 

7090 IF y ri$=" Y^THEN 7100 ELSE CALL 
0 

^^OO CLS • LOCATE 7 .■ 5 PRINT "00 YOU UH 
NT INSTRUCTIONS?" 

7110 PEN 2 ! LOCATE 17, 1Q : PRINT" 1 ; Y-'N > 

7120 y riS=INKE'r f * • IF y n$~" "THEN 7120 

7130 y r,4=UPPER$':.yn$> 

7140 IF-y^> ,l Y" f^ND yrr*0"N" THEN 

7120 

7159 IF yr<*K" Y" THEN MODE 0 = RUN 40 
ELSE MODE 0 i RUN 50 

3O0O REM set uP top 3. 'Ad bottom of 9 




• continued ► 
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SHEKHANA COMPUTER SERVICES 

Present the following special of fas to C+VG readers 



iPECTRUM 


OP 


0.:. FY::- 


THE SECOND CITY 




595 


* PARES BOY 


7.95 


Svfll 


CFAPHJC AD VENT URL CK1A70K 




1595 


♦ LXTIJQDSNOFISTD 


9.95 


m 


5HOGUN - L?. 


995 


ISO 


ifjmJG BIASES 


7 95 


5.9S 


WAERI03S OF RAS D2 


S9 : 


I5fl 


tCJKQI - CL 


9.VS 


ISC 


T jGEHS CJ THE SNOW - D2 


9.9S 


7.9S 


MAIOQNIC CJ 


7.95 


59S 


CRUSADE DJ EUROPE D4 


Li.kS 


1£95 


IWDJCMA - CI 


%K 


550 


iiOLO FLIGHT [| - D2 


9.95 


T.SO 


THEATRE ETROPE 


tm 


I9S 


DECISION IN THE DESERT IK 


L4.95 


1499 


IAN sdthams rs rcsE? 


7.95 


5 55 


ACROJET 


9.95 


795 


PTTFACU3tSE 


5.95 


ISO 


RATTLE OF BRITAIN - DI 


9.95 


7.9S 
IS 


THEJR IlKEST HOURS 


9.95 


7.55 


TOUCHDOWN E COTE-ALL Di 




795 


596 


DESERT FOX - D2 


9.35 


T.9S 


EIPlyODdHCITir 


6.95 


6:95 


HUNCHBACK 3 


fl 95 


■E.95 


PUi GAMES 


595 
9.95 


130 


BATTLE OF MIDWAY 


S.35 


T.&5 




7.50 
7 50 


THE PRICE OJ-'MAGICK 


9 95 


7.90 


ARAC 


5.95 


; •-- THE WEST - Di 


9.95 


T.SO 


0UA2ATHON CI 


£95 


fi.TS 


SGLEMT 5ISVICE - D2 


9.95 


795 


&PM&JACK-G1 


735 


5 95 


KNTGITT GAMES - Di 


B.95 


T.SO 


ELK! CL 


14 95 


IL9S 


BOMB |ACK D2 


995 


750 


COMXANDQ 


7.95 


595 


OHOST AND GOBLINS — D2 


9.95 


T.SO 


LORD OF THE FEltfCS 


IS 95 


ia.95 


LORD OF THE fclNCS-H 


•.5=1? 


11.95 


rAJHixan 




750 




9.95 


T.SO 


BACK TO SCHOOL 


m 


S.SO 


SPJNDim - D2 


9.95 


750 




99S 


m 


IEADERJ3QARD — D2 


9.95 


7.95 




•3 SB 


7.50 


HEA^Y ON THE MAGJCK 


935 


750 


SWECTOB WORLD 


m 


S.95 


OOU'COJCSET-DS 


18.95 


JOSS 


SOCK AND WRESTLE C 1 




6.75 


GERMANY 1SBB Di 


9.95 


795 


WHODAKES WiriTE2 


m 


&?s 


ROCK AMD WIE5TLE - K 


9.95 


7.50 


CYBERRUN 




750 


SUMMER GAMES £ - D2 


9.95 


7.50 


£ 


8.96 


750 


GAMEMAKEK -D4 


H.95 


liSG 


57 AP STRIKE Q 


7S6 


595 


FADUJCH7 - DJ 


9.95 


750 


SCLTKEWf bULC 


IS 


5.95 


URl!ir.fM - tig 


895 


675 


rrisAl.i FNCCORNE 


756 


5,95 


EQUINOX 


9.95 


750 


TIGHTER PHOT 


T £ 


S.95 


DOOMDASK RJC^TMGE 


995 


ISO 


■•LOIK5TBTESS GOLD RUM 


9.95 


750 


STWEFriP At'TROKEDA Di 




795 


RING PONG 


7S 


im 


ORiEM SEHET — 02 


995 


ess 


THE PUiNETS 


9.95 


750 


STM! QUAXE 


S.95 


7.50 


5? 17 FEE 40 


995 


7.S0 


FlAPJi&AlL DI 


9.95 


780 


WORM IN PARADISE 


9.95 


M0 


SOUTHERN BEIiLE 


7.35 


595 


THE PRICE OE MAGJG 


9 35 


750 


CAJULDfiON U 


995 


i.95 


sold a million ; 


9.35 


7 50 


EQRED OF THE RINGS 


9.95 


6.SS 


SKYFOK 


B.95 


6.J5 


ELITE -D3 


14.35 


1195 


BATMAW 


195 


S.95 


INTER EOCGFR 


1495 


J 1.95 


SUfUtflOWL 


9.95 


750 


PS!5 TRADING COMPAWY. &2 


9.95 


750 


IACKTHENlPIO 


695 


e.ss 


worm m pa=.= n-isr. 


S.35 


7.50 


BOGUS 


995 


750 


AZLMUTHHEAD ALlCNMEHT 


S35 


750 


TURBO ES.PMT 


SS5 


6.75 


TADCET1 -D3 


S.&5 


7.50 


AUCT HIGHWAY 


m 
m 


595 


WAYOFTHEHGIl: D2 


9.95 


750 


ENIGMA FORCE 


7.50 


V 


B.9S 


6.75 


SABOTEUR 


355 
SSS 




A'DrER GAMES -D2 


9.35 


7.50 


CRITICAL MASS 


B.T5 


SITYEOX Di 




7 BO 


WAT OF THE TIGER 




730 


FIGHTER PEjOT 


S.35 


7.50 


S7RJIE FORCE HAJtHJER 




7.95 


SPITFIRE « 


- H r . 


7.95 


^COT AND GOBLINS 


m 


ass 


SABOTEUR 


B.35 


e.75 


MERMAID MAO MESS 


995 


750 


ANY MASTKONIC TITLF 


m 


1.99 


H5CUEONFEACTILUS 


$.95 




ANY MAD RANGE TTTLE 


j- 


193 


THEART3TiJTJ[OrCO , 1 


14 35 


m 


QUICK SHOT It fOYsTJCK 




6.99 


YEASXVNGFU 


7.9S 


5S& 


AGE-D2 


435 


7.9S 


YCUNCOHES 


7.95 


5.45 


COMBAT LYNIS 


9-95 




MOVIE 


7.95 


59: 




9.95 


T.50 


TJESEATHATS CJ 


S.95 


7.S0 


f-OCEUASY DL 


*.95 


793 


WINTER GAMES 


1.95 


595 


IT. AR KI7NG FU 


S.95 


675 


BEACH HEAD J 


795 


595 


FI5 STRIKE EAGLE - D3 


1495 


1295 


B MrfJUIGAHS BOENC 


195 


595 


DOiOSSyS CHESS (0-D2 


9.99 




KUHCrUMASTES 


795 


6S$ 






HEA'^T ON THE MACICK 
RE2 EL PLANET 

8CCVCDE 


9.35 
995 
895 
995 


750 
7.50 
E95 
7.S0 


tH JJJiH SOSTWARi *** 

AL7ERNATF ?£ALm' 1595 
CRAPHT ADVENTS CrlEATO J! 23.9S 
ALTT-HEGC 1 34 95 


UJJfl 
Z£50 



*** SJECTSUM ]2BTm.K »* * 

iTEHSATIONAi MATCH DAY 
CLADiATCS 
i WEEKS [NPARADCSF. 
SJTGHTTYME 
SAMAWHA m 



TUT MUSIC BOX 
WRESTLE 



:wood 

CI Alia runs or, iJic Spcarjr, 
*?APE3ilOY -D3 

* EXPLODING FIST U D2 1 35 

BOULDER PASH 2 9.95 
■rAADlATOS B.95 



3SS 


7.95 


355 


7.95 


395 


IBS 


2<X 


2.99 


R9S. 


1.50 


395 


795 


3S& 


195 


936 


7 95 


B96 


675 


9.9S 


7.99 


995 


7.50 


9.95 


795 



THE SECOND Cm 
KKICHT5 DT THE C£5FRT 
HTTCH HTKDiS GUIDE 
:LHFL£Of A5PKA! TK]OI.OCY 
riiOD".) .ULTIMA HI 
ULTlAMAtV 
FLIGHT SLMULATOSG 
MtSSiSSLPPJ 
• 1NFTJ.TRA70R 



1495 

14 95 
1*95 



14 99 

I49S 



7.50 
7.95 
T.50 



Also avaikhlt ai DfiL. DJ^JJ.95. D2 
D5 = S14.S5. SL750. D4- 122.50 

#* * AM5THJU) *** 

9.95 

JACXTFIE KIPPER 02 i!95 
MO>jgPOLY - D3 

TOMAHAWK D2 9.95 
BOMB |ACK D3 9.95 
ELITE - D2 MIS 



3% 
1395 
29.95 
1355 
14.95, 
«95 
45 CC 
13.95 
L29S 



75fl 
7.S0 
7,50 
7.50 
790 
7.50 
1395 



DZ5ERrjm?S 


395 


750 


^a:l.TTlQw^ - du 


B& 


7 50 


THE FRIv^c. OF MAGjCI 


995 


;w 




9.5S 


7 50 


unLR] L Ai"L. LA/atiUI — \J£t 


Pi v 


e 75 


ur nyv 1-t.tj THF" V lf\\CV i"V 
rLLr. s r ui'Ji I nc i'~n U L 1 ^. _■. L.\ 


9 


7 50 




9 95 


7.50 


lUEUIU urfil U- 


B 3j 


t75 






t 7 3 


LTi_^ U L n_ J *iJ 7J.'i_i AX. 1 


B9 1 . 


t75 


wi ■RPITKT' 
L V Hr.UELC 


u 


T50 


KHCCUN 02 


995 


750 


GREEN BERET DI 


B.95 


T.SO 


SKYTQX 


!>.« 


750 


LOPJD OF THE RINGS -D5 


I5.« 


1195 


■VLNTEKvAMli 'J. 


9.95 


750 


:'AJ.GUSTER£ 


.95 


7SS 


COMMANDO Dfi 


9.95 


750 


MTN" OFFICII; I- 


14.95 


L29S 


WAV OF THE TIGER D2 


9.95 


750 


XUNG FU MASTER -DE 


III 


7S0 


BATMAN D2 


g." 5 


75* 


*** DISKS *** 






h:-|'jh.-.i:<ivs t.j- -.:: i-cw 




2*95 


LORDOF7HI RINGS iPCWi 




2i9S 


HO&eiTfiPcw: 






FAIPUCHT^PCWI 




14.95 


ESP LKHT PEN fPCW'. 




7^ 


TNFORCOM TITLES CN 5TOCK FOR 




2,4.95 


512flANDPCW 








m w ■ 

■ ■ V 




THRUST 




B SO 


COMMAN7X) BBC ELECT - D2 


9.95 


795 


BOMEIACK. BBC 






GRAPHIC ADV CREATOR 


2 95 


1395 


"i'JH AS. X1MC FD SBC ELEC 


9.35 


7SS 


EXPLODING FTST BSC ELEC 


9 95 


7 9f 


;-±j>ll i LrujETtBK 


995 


750 


IAN SOTHAMS CRICKET fl ELEC • 


195 


BSC 


THE PRICE OF MACO 


39S 


79S 


BRUCE LEE — BK" 




7 3! 


AIRWOLF • BBC 


395 


79) 


* * * ATJUU 






TALES OfBETA LYRA 02 


9,95 


7,50 


Ti r £ PRICE OF MACICK 


995 


7.95 


stevt: oave snooker 




750 


WORM IN PARADEE 




T.SO 


HERCEHASV 


9.35 


750 


SIC£ WINDO - D3 


9«S 


7.95 
795 


SXORON1SR1FT D2 


MB 


--• -:tt 




Sl95 



ttt OtSKS * * » 

the second city 

The pawn <et onltj — d 

hitchhikers guide — d 

alternate reality - d 3s.95 

OUGHTS OF THE DESP7 - 5 

SOW FLIGHT D 34.95 



* + *■ M5J£ T * T 

THE WAY CT TT"!E TXEP tjJH 

SCRABBLE 395 

MONOPOLY 9S5 

CLUDEO 9 95 

BOUNDER 995 

THE F3U.CE OF MACO 915 

JACK THE NIPPER 8.85 

WAY OF THE EXPLODING ■■!£: 595 



*** Cl« *** 

COMMANDO 795 

EC-MB IACK 795 

WAY OF THE EXPLODING FIST 395 

FRANK BR.UNOS BOXING 7.95 

|E7 SET "A'QXV 7.95 

IAN 80THAMS CRJCKET 795 



m 

34 95 

I75fl 
1195 
12 95 



7« 
7 3: 
7.S6 



•Si 



596 
765 
*.?0 
595 
595 



For MAIL ORDER 
please send cheque PO la: 
S.C.S. (Dept C-VC) 
PQ Sox 394 
London N1S 6JL 
Telephfln*; OJ SOft 31SG 
PiP included in UK. Europe add £1 peTtiipe. 
ELsewfiere m cos\. SAZ Eor Us? 



K you would like to pick up yout discount 
software please bring your copy of 
itus advert to 
Compucc-ntre, Unll & 
22 1 Toitenhajm Court Road 

London Wl 
{near Goodge St lube station 1 
Open sin days a week iO.UQam - 18.00pm 



Access and Visia ^ard JiolUrif iirig 

01-800 3156 
01-631 4627 



Ciedjl card orders despatched same day 
subject -.a avajlabLlifr 1 
* Please nrnff l<? con/inrT avs?i'aWjjy. 




3010 pen £ 

8028 FOR q-1 TO 3 
6030 FOR w=l TO 20 

6040 READ e ■ LOCATE -1 ■■ PRINT CHRS( e 

805(3 NEXT NEXT 

DATH 143, 143, 143,, 143, 143, 143. 1 
43, 143, 130, 129, 130, 129 ■ 143, 145, 143, 
143, 143, 143, 143, 143 
3070 DATA 143, 143.. 32. 143. 143- 130. 12 
9.. 212,32, 32, 32, 32, 213, 138, 129,143, 1 
43,32,143, 143 

3030 DRTA 212,32,32,32,32,32,32,32: 
32, 32, 32 ■ 32, 32,32 , 32, 32, 32, 32, 32, 21 

3 

&:@?0 WINDOW Ft l - 9, 13, 2 ■ 2 ■ RENFt 1 , 1 0 : PR 
INTIU, "HEN i " 

8108 LOCRTE 1,25= PEN 6 PRINT "TIME" 
: LOCATE 10, 25 : PEN 7 ■ PR I NT "SCORE" 
8110 WINDOW Ft2,!5,:3<,25,25:PRINTfl2,.ti 

fjj 

8 3 20 LJINOOLJ H3..si. 13,3,3 = PR I NTft3,$TR 

INQ$r brute , CHRSC 200 > > 

53 30 WINDOW Ft4, 1 5, 24, 25 , 25 ^ PRINTS/ 

SCOf" « 

8140 RETURN 
9OO0 REM tit If 

9010 MODE 1 LOCATE 13,1 REN 1 : PPI NT 

CHR*c; 24 >" BRUCE LEE Jnr " 
9020 LOCRTE 13,2 PRINT" by TONY GUY 
ON rl eHRi<245 

9030 LOCRTE 1 , 4 PEN 2. PRINT" You. are 

Bi- 'j.ce Lee J nr. " , 'PEN 1 'PRINT CHR$< 
.TOO >; PEN 2 PRINT" Your at the toP of 

a old hou.se and all you. fr*#* to d 
■;■ 9o to the other side. 11 

9040 PR I NT 11 simple! ! 

hie is you can only 9et 
t hou.se by jump | nQ UP*od 
t all of the bats " ; PEN 
P$\ 205 >, CHRSk 32 >; CHR$v 205 ;■ 

PEN 2 : PR I NT "that ha rr3 from the 

raf t e rs. 3ti U not toobad,but for a 
11 the dVftd'ti sPiders 11 ; \ PEN 1 =FRIH 
T CHR*< 206 .:■ i CHRS< 32 j ; CHJ3*< 206 > 
5060 PEN 2 PRINT" that walk the floo 
£ S - You £43) "9 o f r p B i f I o o r t o f 1 o o 
r usii-r-y the ■" 'A»>ti -gravity J ducts im 

the floors" 
■?07O PEN 3'PRIHT"To p lay you have t 
0 use the Joystick to move left a'nd 

r i ^ht .■ up a. rid dow vi ■; i,ihe>i aP p rot- 1 3 
fee). To kick Press the fire but 
ton a iid move left or right- " 
9030 PEN 1- PR INT "The 'Same tyi-ll end 
i, i hen you. stand pf\ the flashing s^ua, 
re AFTER kicking all the bats * or 
■ J h en 1 i v e s or t i m e r >.«. r. s ou. t. If y oll 

finish you 9;= a9ain but you.r 'Setti 
retired so you. '5o slower. But you. Skjf 
t more "t-TWtS 

?0:Mn PEN 3 LOCRTE 3>25 PR I NT "PRESS 

RMV KEY TO PLBV" 

510O WHILE 1NKEY*-" " : WEND 

9110 MODE 0 

9120 RETURN 



-only trou 
to the 'rex 
kick in? ou. 
1= PRINT CM 



WIS 5fl 
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^rf ^ai 
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* hi * * 



/ AHHL WHAT A L14VEKL1 DA 1 /..., TOR A WALK TO THE SHOPS. 
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In his penthouse 
apartment in the 
IDEAs Central 
building Keith 
Campbell, one of 
the few sturvivors 
of the corporate 
purges which 
swept through the 
software industry 
when the IDEAs 
Corp was 
establishing itself 
busies himself 
with en intricate 
and time 
consuming task. 
His job is to collect 
and collate all the 
data relevant to 
adventure games 
and dispense 
words of wisdom 
to people with 
problems. 
This month the 
Adventure Helpline 
brings much 
needed help, 
advice and hints 
to the troubled 
and tormented 
adventure games 
player. 



NEWS 





ADVENTURE 
COMPILATION 



• Rainbird Software has 

unveiled Commodore versions of 
Magnetic Scrolls 1 Pawn, and 
Level 9's Middle Earth trilogy . At 
a receni Press Conference in their 
new offices m New Oxford Street, 
the arrival of these new additions 
to the Rainbird range were 
demonstrated by Anita : 
and Mike Austin. 

You will be able to i 
games running for yourself, on the 
Rainbird stand at the PCW Show, 
early In September. 

MLke Austin demonstrated 
Dungeon Adventure from Jewels 
Of Darkness, which m a 
completely re-vamped 
compilation of Glossal Adventure, 
Adventure Ouest. and Dungeon 
Adventure. 

In their new format, the games 
use the same parser and operating 
system as Price of Magik. 

In the days when the three 
games were originally released. 
Level 9 1 a techniques were far less 
advanced, and much less could be 
fitted into memory, 

Using more sophisticated text 
compression, the trilogy has been 
completely re- written and now 
offers RAM SAVE, OOPS, and 
graphics, as well as multi-tasking. 

The latter enables the player to 
type whilst the picture is still 
drawing, and then lo interrupt the 
graphics to continue with the 
game, Mike reckons theirs are the 
only adventure programs in the 
world to provide this feature. 

In addition to all these goodies, 
the- vocabularies of the games has 
been considerably enhanced, to 
help the player. Difficult 
adventures, Level 9 have tried to 
make them more playable by 
inexperienced adventurers, by 
incorporating Help. 

'It doesn't seem fair to let 
someone spend hours trying to 
open an unopenable grating. 
Despite the fact that you have 
described it as covered with 
concrete — they will STILL try !" 
HELP will tell them that such art 
object definitely has no use. 

Commands are much more 
flexible, too, in the new versions. 
For example, there are about 14 
different ways of lighting a lamp, 
and if you can't hit on the right 
words, then perhaps you ought not 
even own a computer! Old hands 
at the games may be interested., 
and Helplines will be relieved, to 



hear that any original winning 
sequence of commands, will still 
enable each of the new games to 
be successfully completed. 

Prices: Commodore 64.128 
£ 1-4.95 (three cassettes or one 
disk); Spectrum. Amstrad CPC — 
£14.95 (three cassettes); Amstrad 
CPC-'PCW — £ 13.95 (one disk). 



All Commodore versions will be 
on display at the PCW Show, and 
prices are: 64/129 — £19.95 (two or 
three disks); Amiga — £24.95 (one 
disk). 



GUILD OF THIEVES 
— PAWN II 




• Anita Sinclair look the floor to 
demonstrate the Commodore 
versions of Pawn. On the Amiga 
there is introductory music, 
created by an old friend of C+VG, 
John Molloy torn the band 
Mainframe, The adventure can 
optionally be played with 
simulated voice "reading"" the text 
outpui. This. )1 is hoped, will open 
up a whole new field of leisure for 
the blind. You type in your 
command in the normal way. ar.d 
the text displayed on the screen is 
spoken through the Amiga's sound 
system. 

If an unrecognised word, or 
typing error is entered, then the 
voice simply tells you that it 



individual letters that were typed. 

The 64 and 12S versions come 
on the same disk. (Pawn will not 
run on cassette.) The program 
detects the mode or machine m 
which it is running, and acts 
accordingly. There are two 
separate programs, and one set of 
graphics is shared by both. 

The text Is displayed in green, 
giving the effect of turning your 
telly into an expensive 
green-screen monitor. The 
graphics, although lacking in the 
variety of colour in the Amiga and 
ST versions, have the same detail. 

They also have the 'roller blind' 
characteristics of the other 
versions. As an extra, a cameo of 
each graphic is displayed in the 
top right hand corner of all text 
screens;, from which position it can 
be moved anywhere on the 
screen. 

Both these versions, played 
without graphics, will run 
considerably faster, but 
performance can be varied with 
the following graphics commands: 
NORMAL, displaying each full 
picture the first time a location is 
entered; VERBOSE, always 
showing the full picture; BRIEF, 
displaying only the cameo; and 
OFF. running as a very fast 



• Guild of Thieves, the follow- up 

•'■j - sequel "c The 
Pawn, is also set in Kerovnia. 

"Pawn is definitely NOT an easy 
garner Anita Sinclair admitted. "It 
is easy enough to get about 150 
points, but from there on, things 
start to get toughT 

This was a deliberate policy 
decision. Having spent some three 
or four years developing their 
adventure system. Magnetic 
Scrolls wanted to throw 
everything they had at it, to prove 
its worth. Now Pawn is complete, 
it is the time to relax a bit, so with 
Guild, the player will get an easier 
adventure. 

I explained to Anita how 
desperate all C - VG Adventurers 
were for further news and details 
of Magnetic Scrolls adventures. 
As the tears came to her eyes, she 
begged me to Join her for an 
exclusive sneak preview of Guild 

If the puzzles are not so 
mind- bending, wait till you see the 
graphics! They make even those 
of Pawn seem crude in 
comparison! One scene, set 
around a snooker table with a 
game in progress, is so full of 
detail, that you can almost choose 
which shot to play! We moved on 
into an elegant lounge. 

"There — doesn't that say more 
than a thousand words?" asked 
Anita, triumphantly. Indeed it did. 
A three cornered settee, 
positioned in the centre of the 
room, was so complete that I could 
even make out the buttons in the 
upholstery! The rest of the 
1-.j:t.isl-.:nt;:- wer* depicted JUSt tt 
faithfully, and the whole 
atmosphere of the room came 
over, at a glance. 

Even my jaded "text 
adventurer s" spirit was touched 
by these fantastic graphics. Take 
back all I have said about them in 
the past, if anyone else can 
produce graphics of this quality, I 
think 1 may soon be converted into 
a picture-freak! I really am quite 

Programming is well under way, 
but the game Is unlikely to arrive 
tn time for Christmas. So save your 
pennies for the New Year! 




YOU THINK 
YOU'VE GOT 
PROBLEMS 



See Ka Of Assiah is the problem 
game this month - puy 
Mastortroiuc didn'" think to send 
me a copy! Getting a rod of light 
out of a block of ice is like getting 
blood out of a atone Jo Shaun 
Green of Newport. Look in the 
upside down section for help. 

The more mundane job of 
opening a gate 15 baffling Lcpl 
Sweeney of BFPO, Meanwhile, 
Gregory Quinn seems to be doing 
quite well so far, and has 
successfully overcome the 
Guardian, only to discover a hook 
in his room! Now what can be 
done with that? 

Seabasc Delta from Firebird is 
another popular puzzler. A caged 
hen, and an un- levered cannon are 
facing Ray Nurden of Newport 
down in (he base. The budget 
adventures seem to be doing great 
business, and at £1.99 a time it is 
hardly worth the effort to pirate 
one. Perhaps there's a lesson here 
for other companies, I wonder 



market is? 

Not content with getting stuck in 
just one game, like so many other 
adventurers. Ray has also 
managed to grind to a halt in 
another. This time it's Castle 
BUckMar, where flames keep 
exploding Ray's dynamite, and 
excaiibur is eluding his grasp. 

Eyvindiu- Tryggvasoti of 
Iceland is un Chaos, and no? 
without Cause! The cheese is 
bothering him — should he give it 
to the rats? Seems it is putting 
f hern to sleep for Eyvuidur 
wonders what to do with them 
then? 

Andreoli Marco of Turin is 
truly an adventure fanatic' A 
sludent of 2 ] , he has begun 
DOZENS of adventures, he says, 
but has solved only a few. To 
players of Masquerade , he 
suggests typing a rude word ITJ 
leave you to work out how to get 
out of it, if you take the advice 1 
Most of AndreoL's troubles are 
with Infocom games, so I passed 
him to Paul for a chat over 
breakfast. 

His most frustrating problem of 
ail, is the first command in Jewels 
oJ Babylon, CLIMB DOWN 
LADDER, Andreoii. and you're off 
to a good start! 

Meanwhile, a shocked Italian 
will be receiving a Helpline reply 
postcard in his native tongue. No, I 



haven't been going to evening 
classes — Neil thank God 
A-lfivels are over' Campbell, 
second in line to the hereditary 
penthouse suite, asked his 
bi-lingual girl-friend Nadia to 
translate, , . 

Apologies to P, Loods and Alan 
Wall, whose problems 1 had 
promised to give an airing, but am 
unable. The wordprocessor 
document that included their 
problems got lost in transfer from 
my portable Modei 100 to the 
Model 4. The Modol 100 locked up 
on initiation of the file transfer and 
required a cold start to free up rm 
convinced there's a bug in the 
built-in software somewhere. . . 

Seems with the Ultima games 
you either ignore them or get 
hooked] Tim Hammond is trying 
to heEp Andrew Bethel, and 
reports that the Lord of Time is at 
the bottom of a VERY hidden 
dungeon. You need to use the 
Moon Gates to get to it, the one just 
below the Dark Forest, says Tim. 
He thinks you must enter these 
when the moons are at 5,7. In 
return Tim asks if Andrew or 
anyone else knows where the 
fourth card is? 

Da^dStiiiMnisresrwnsiblefor 
help with :he rats in Pub Quest 
(see clues) and seems to have 
progressed quite a way with the 
game. But the sewer has him beat! 
H 'It is impossible to map, as 
everything you drop gets swept 
away. I don't know if I've got the 
patience to cope with them, as ihe 
torch keeps going out! 11 

And finally, the clue I was never 
sent! Richard Clegg sent in a 
goodly number of dues, but let me 
down with Robin of Sherwood! 1 
was going to tell you how to use 
Marions hairgrip in conned ion 
with her chastity beh\ H says 
Richard, "but as C + VG is a family 
mag, I thought better of it!" His 
concern with the moral welfare of 
C- VG readers earns Richard a 
t-shirt! 



seared past me, and a voice 
boomed out 'Watch your 
language, buster!" Strange! It also 
happened with the word 
by James, but the 
that, the better! 

Michael Smith of Peterborough 
had me searching everywhere in 
The Pawn for Mister Men. Couid 1 
find them? I told Michael, and he 
wrote back to say they were a 
figment of his imagination, brought 
on by his frustration in not being 
able to find a source of light. 
Shame on you, Michael! 

One day, IF my brand new Alan 
ST should ever enjoy a period of 
good health long enough to end its 
regular visits to The Silica Shop for 
bomb disposal, I might even be 
abf e to finish the game! 

Simon Bond of Malvern 
complains that the June Adventure 
section had . . absolutely zilch as 
Far as colour LS concerned. Please 
tell the editor to put a bit more in 
it spoils what is otherwise 
probably the best adventure 
Helpline." PROBABLY, Simon??' I 
put the point to the Ed who, loathe 
to say that it s brilliant enough 
without colour lest I should ask for 
a rise, was last heard muttering 
... if he prefers text to graphics in 
an adventure, why should he want 
colour in the column, . .?" 

Apologising for his bad writing 
Richard Clcgg of Preston claims it 
was caused by the boredom 
induced by playing Planet Of 
Death. "It does to your brain what 
two blows from a sledge hammer 
do to your body!" comments 
Richard, adding "Ignore what that 
looney from the Channel Islands 
says, and carry on plugging Scott's 



4th September, and the show is 
open to the general public from 
Friday 5th to Sunday 7th 
September. Come along and say 
Hello- or something similar - 




CHEAT'S 
CORNER 



What's that ! said about no bugs in 
Level 9 games? Ah, well, here is a 
very sophisticated one, and 
unlikely to be encountered in 
normal play. 

It's from James McKiernan, 
who has the Commodore version 
of Pricte of Magik. ''Make sure 
you have the crystal ball," says 
James,_ ,L Use the FIN spell and then 
cast ESP in an available direction 
When your astral self has left your 
body type EXAMINE ME. and on 
return to your body you w:ll be in a 
local ion with every object in the 
game. Take everything, and cast 
BOM at the picture to return to 
Stonehenge and continue." 




FANZINES 



Adventure gaming as a pastime 
has grown enormously over the 
past couple of years. The growth 
in popularity of Adventure has 
seen the launch of a numbei 




YOU AT 
OLYMPIC? 



ADVENTURE 
CHAT 



When you die in Price of Magik. 

you can continue where you left 
off by typing a four-Letter word 
says Tames McKiernan of 
Stratford, London. Was this a 
de-bugging aid, accidentally left 
in the program, 1 wondered? 

Pete Austin explained that a few 
wordy like DAMN have been 
included as synonyms of OOPS, 
the command you enter after 
making a nasty move. However, 
when I tried, a boh from the blue 



Once again, the Adventure 
Helpline will be in residence on 

w^^ 5 !*^ a[ thG rc ^ Show 
With the Helpline database 
running, p^ toads of note& flJld 

clue sheets, we will be on hand to 
help you with your adventure 
problems, and to chal about 
adventures in general. 

As well as meeting us, you will 
be able r 0 buy one of the coveted 
Adventure t-shirts, (or a Big Red 
t-shirt if you must!) and catch up 
with an odd back issue you 
missed, which will be on sale ai 
half price. 

The PCW Show is at Olympia in 
London (change at Earls Court to a 
shuttle rube on the District line.) 
Trade and press only are admitted 



clubs and Fanzines devoted to the 
subject. Here is a rundown of the 
ones 1 have come across. All of 
them include reviews of games 
from newish to middling, readers' 
letters, and a helpline with clues' 
and contacts for further help 
ORCSBANE is run by Nick 
Walkland, and going from 
strength to strength since it was 
launched last year. The 'zine is 
strong on artwork, and has some 
amusing cartoons. The whole 
thing is put together with a 
humorous and slightly irreverent 
style, to Oil about 40 AS pages in 
educed type. Nicety 
off with a coloured outer 




cover, the whole stapled through 
trie middle. About bi-monthly, 
Oresbane costs SOp. and is 
available from Nick Walkland, fl4 
Kendal Road, Sheffield, SG 4QH. 
THE ADVENTURER'S CLUB 
LTD., is a fully-fledged club 
catering for Adventure 
enthusiasts, and produces a 
bi-monthly DOSSIER. Packed with 
reviews, solutions, hints, helpline, 
and news. Consisting of 40 
comer-pinned A5 pages, it is 
somewhat drffcciJt U vet around, 
Peie Austin is President of the dun 
who comes up in print m each 
issue. The Dossier also has a buy. 
sell and swap section, a series on 
writing your own adventure in 
Basic and a Master Adventurer's 
Competition. The trouble with this 
is. I have reckoned you would 
need at leasl three computers, 
(including one with a drive) to 
have been able to play all the 
games in the quiz. 

Club membership offers a 
prione-in helpline, and runs out at 
£10.9S a year; deiaih from Henry 
Mueller, Adventurers Club Ltd.. 
64c Menehk Road, London NW2 
3RH. 

New on the fanzine scene is 
ADVENTURE PROBE written by 
Pat Winstardey and Sandra 
Sharkey. The reason for starting 
'he 'zine, claim the two ladies 
responsible, is that no Adventure 
sections in magazines, nor pure 
adventure magazines contain 
specifically what they want. What 
exactly that lS f they do not 
mention, so perhaps it can be 
gleaned from the eight A4 pages 
of the first issue. 

A series of cryptic clues a la 
C i VG, precedes a help wanted 
section, making up one page. Best 
part of another page is given over 
to serialised solutions to a number 
of games. Rather than playing 
hints, however, these are of the W 
Wi OPEN DOOR. DROP BRICK, 
variety. As welJ as reviews, a 
variety of features fill the 
remaining pages, including an 
adventure exchange section and a 
questionnaire. Interestingly, a 
play-testing and commercial 
appraisal service is offered for 
budding adventure authors, and 
one wonders what experience and 
know-how backs this offer 

Adventure Protae is printed 
single stded direct from a printer, 
but no doubt that will be changed 
if the venture takes off. Costing £1, 
it is available from 13 Holbngton 
Way, Wigan, WN3 6LS. 

Not to leave our Commonwealth 
cousit',5 ou-.. ADVENTURE NEWS 
is a Commodore S4 newsletter 
from Stuart Elflett in Australia. 
Xeroxed On foolscap paper, it has 
a v.iry clubby atmosphere, with a 



CLUES 
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chat session, helpline, and 
concentrate^, on longer, In-depth 
reviews of Ihe bigger games, 5ike 
Fahrenheit 451 . and Lord Of The 
Rings, Resident Infocom reviewer 
Jajtiie Osborne covers a Infocom 
game in depth in each issue. 
Australian readers interested in 
subscribing, should contact Stuart 
Elflert, M.S.F.550, Toogoolawah. 
Queensland 4313. 

Finally. TIME TRAVELLER is 
rhe officiaJ journal of Adventurers 
Anonymous. Maps combmed 
with playing tips axe a feature of 
Time Traveller, and Worm In 
Paradise comes in for the 
treatment in the first issue. Time 
Traveller is written by Richird 
Gibson and Gavin Day. 
Rivendale, Nethergate Streei, 
Bur.aay, Suffolk IHE. 



SAVING 
BUGS. 



In the BBC version oi Bored Of 
The Rings, the pepper is on 
Featherwop as normal, writes 
Matthew Phillips of Huddersfield 
in reply to an earlier plea. But BBC 
Bored is bugging him a bit. 
Objects disappear when he saves 
a game, and he cannot restart after 
dying in part two. Has anyone else 
suffered from this problem? 

Here is a warning aboui 
K entiila. Antonio Pehi&o has 
discovered that the Save and Load 
rommes on the Commodore 
version do not work, and CRASH 



the game. Very appropriate! 
(Sorry Derek!) Having changed his 
Mastenronic tape three times, he 
has come to the conclusion this is a 
bug, and not a poor tape. 



ADVENTURE 
CLUES 

Thanks for the- help this month to; 
Antonio Peiusa Forest Gate; 
George McGtackin, Glasgow; 
LCPL Sweeney, BFPO; John 
Manifold, Olceby; Mark Watson. 
Lancaster; Nick Carter, 
Southampton; Aileyn Conway, Co 
Offally; Gregory Quinn. 
Porradown; Mandy Rodrigues, 
Llandudno; Carl Young r 
NottuTghanr; Paul Exley, Bury: 
David Moore, Pomshead; Daveid 
& Wn.Smethwfok. , 




What's this, thenr Bimbo Faetrin* h,* k-™ 
Never mind, weVe givine vou thr. rillST * ot " ls *»«*uth. 






sysV e ^Vo7C^h^ ind * ou "«"«* P~W owner of 
competitions to be found inTid^the P «ked tLTA'," s . comm *'>' 

All we want vou to do is make u» *h- . P * es ol your 'avounte ma s , 
thl, cartoon ,/orn the pen of Ian Htarl ^ PeCth bubb, « *» *° ™th 

Person at CRL. There are thirty ru«I£ Tcrr,b 'y Important 

available for the Spectrum. Xmstr^ ^ P - PP ' lei ° f the win oe 

When you've done that.--™! ,nd c «"«modore 
Bcggit CompetS™* computer ' VM^SZ.* 0 * °„ th " r W ' th the P""**- ~«P-n to 
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Organised by 
Database Exhibitions 



Now the gnat 
recordbreakin 

Commodore 5h 
moves North 



Renold Building, UMIST, 
Sackville Street, Manchester 

Friday to Sunday, September 12, 13 & 14 



The Official Commodore Computer Show - the show 
that hit the headlines when it attracted record London 
crowds in May - now moves North, supported by all 
Britain's leading suppliers of Commodore hardware and 
software. Spread over two exhibition floors will be stands 
featuring the very latest developments for the entire 
Commodore range, including a wide variety of 
newly-released games, business 
and utilities software. Its going 
to be an action-packed show 
that will bring you right up to 
date with all the exciting 
developments now taking place 
in the Commodore world! 




EASY RAIL TRAVEL! 
3O0 yards from 
Piccadilly railway 
station, with speedy 
connections from all 
parts of the North, 
Midlands and Wales, 



EASY COACH TRAVEL! 
Bus and coach stations 
serving all parts of this 
vast region arc Just a 
short walk from the 
UMIST campus. 

EASY PARKING! 
No problem finding 
somewhere to park - 
either within the 
campus itself or 
nearby car parks. 



On show for the first 
time outside London - 
the fabulous Amiga! 



AMIGA 
THEATRE 

Demonstrations of the most 
talked-about computer of 1986, 
showing the growing range of 
business and recreational software. 

8-BIT 
THEATRE 

Leading Commodore experts show 
how to make the most of the 16, 64 
and 128 range, answering questions 
on games, graphics, utilities and 
com mun ications. 



Live shows from top 
groups - Commodore 
music as you 've never 
heard it beforel 





Avoid the 
queues! 

Get your 
ticket in 
advance 
and. . . 



SA 
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□ Adulf.ticketsat£2(save£l} £ 

□ Under 1 6s tickets at £1 {save £1) £, 

Total £, 

d Cheque enclosed made payable to 
Database Publications Ltd. 

CI Please debit my credit card account 

Access/Visa 



ft oommodp r e 

Computet 4kocu 



Advance 
ticket order 




Past to: Commodore Show Tickets* 
Europa House, 68 Chester Road, 
Hazel Grove, Stockport SK7 5NY. 

Name „ , 

Address 



I 
I 
I 

i 




Admission at door: 
£3 (adults), £2 (under 16s) 



I 

..>.►*« - Signed ^ H 

PHONE ORDERS; Ring Show Hotline: 061-456 8835 I 

Please quote credit card number and full address -t Rej CVG 9 



FERGUS McX HILL— ADVENTURE'S NEW STAR 



V 



Despite the popular image of computer 
games authors as teenage whizz-kids, this 
is not generally true. There are always 
exceptions to a rule, and at 17, Fergus 
McNeill has already made a name for 
himself, in satirising popular serious 
adventures, such as The Hobbit. KEITH 
CAMPBELL went along to find out where 
he is going to strike next! 



games usingCwIf , under the title 
Dragonstar Trilogy, and took them 
along to show Tony Bridge at a 
Micro Fair. To his joy, five people 
actually bought a copy, and 
encouraged^ he went on to write 
Quest foi the Holy joystick . 

All this wag a far cry from the 
15.000-20.0W people who, a year 
later, were to buyBojed of the 
Rings. 

A year ago, Fergus was 
attending sLrth form college, a 
tedious journey from his village , 
But his thoughts were elsewhere. 
In the knowledge that Bored was 
doing extremely well, Fergus 





The e>ml h^d cwie»« 



Room 101, The Sheiling, read 
the address on the headed 
notepaper. 1 searched for 
some son of building that could 
house a hundred or so rooms. 
Perhaps, a row oi shops, with 
offices above, I thought? 

Swanmore, Hampshire is a small 
vfllage off (he beaten track. Could 
there be a giant office block here? 

Weary of SAYingTO 
VERGER "WHERE 13 THE 

SHEIUNG" I called in at the Post 
Office. "Down there on the left — 
the little bungalow just past the 
Haberdashers shop,* said the 
helpful lady behind the grille. 

Another of Fregus' spoofs' 
Room 101. the HQ of Delta 4 
software, was — you've guessed it 
— Fergus' bedroom. Mind you, it 
IS an unusual bedroom! Not so 
much wardrobe and chest of 
drawers, as monitors, microdrives 
keyboards and recording 
equipment. The walls are 
cotourfully adorned with posters 
and trophies, including a C+VG 
Joystick certificate. 

Fergus' career m Adventure 
begin in 1984, when he wrote a 
couple of programs in Basic, He 
wasn't at all happy with them, but 
things started to change when he 
tried outTheQuffl, He wrote three 




t^rL^tVS 0 fast, tb* dark 





believed he could make a success 
of writing more adventures and, in 
his own words, became a college 
drop-out. 

Judith Child, who had been to 
school with Fergus, was helping 
him create these adventures. She 
too was becoming increasingly 
disenchanted with sixth form, not 
toast because in the long gaps 
between lectures there was 
nowhere to go. Often she would 
gel moved on by Security Guards, 
whilst sitting on a bench whilmg 



away the time in a local shopping 
precinct, 

Judith followed Fergus out of 
sixth form, and pined him in his 
promising new venture. They 
believe they can make a go of it, 
and have their eye on a small 
office premises, just up the road. 

Part-time member of Delta 1 is 
Colin Buckett, currently following 
a B-Tec course in Computer 
Studies. He helps with 
conversions, particularh/ 



IF 




Commodore 64. Colin recalls his 
time at school in O level computer 
studies. His main objective was to 
make the teacher's life helL On 
one occasion, he was carefully 
rearranging aU the keys on a Beeb. 
"I had this big pile of square 
plastic bits," he grinned, 'when I 
heard the teacher coming down 
the corridor, 1 managed to cover 
the computer with a mass of 
printout, just in time. 

"Games playing was strictly 
forbidden, but of course, everyone 
did — thai and pirating. Down the 
road is the biggest bunch of 
pirates in the country!" 
Both Colin and Fergus agree 





that O level computers was a dead 
loss. Fergus wanted to enterEored 
as his project, but was told it 
wasn't permissible, being written 
using the Quill. 

He subsequently discovered, 
reading the small print in the 
syllabus, that it was a perfectly 
legitimate entry, under the 
category of Applications 
Programs. 

There is more to getting on the 
road to financial success than just 
creating the adventures. Judith 
acta in a secretarial capacity, as 
well as helping with the writing. 

But her speciality is cutting out 





Fergus - bad jokes "You mean the 
ones that are too naughty for 
public consumption?'' t asked. 
"No, the ones that are just not 
funny' 1 * she rep Led, and gave 
Fergus a tight-lipped look, 

tt makes sense for the people 
who create games,, to pass on the 
worry of publishing them to 
someone specialised in their 
marketing and distribution. But 
there can be pitfalls here, as 
Fergus discovered to his cost. 

The biggest mistake in my life, 
was signing up with Silvs-noft," 
admits Fergus. By all accounts, the 
way in which the contract was 
signed sounds farcical . 



There was, at the time, some 
sort of tie-up between CRL and 
Silvery ft Both had office 
accommodation in the same 
building, There we were on the 
car park, with a shouting match 
going on between the two 
companies," Fergus remembers. 

CRL finally advised signing 
with Sil verso ft — since 
disappeared, along with a number 
of Delta 4 master tapes, and a 
good deal of royalty money. 

"They paid us what they said 
they owed us , but we Later 
discovered they had sold far more 
copies than thay had ever 
admitted, ' said Fergus, 

Fergus is currently somewhat 
embarrassed by Gal&xias , one of 
his early Quilted games, now 
featured on \heFourmost 
Adventure compilation. Tony 
Bridge rang me and asked if 1 had 
a game to pad out a tape", " 
explained Fergus. "I mentioned 
Gaiaxias , but pointed out it wasn't 
very good, 1 assumed it was going 
to be lor a small mail-order affair. 
Suddenly if a being hyped up and 
given rave reviews full of bullshit 
It is really a completely NAFF 
game. And you can tell everyone I 
said so!" 

FUTURE 



What is in the pipeline to follow 
Boggit , the game Fergus and 
Judith have spent the last four 
months writing? 

The Colour of Magic is a book 
by Terry Praichett, said to be the 
neat best thing since Hitch Hiker's 
Guide . Fergus is all set to start in 
on it, hoping it will be ready in 
time for the PCW Show, 

Judith isn't too happy about this, 
she simply doesn't like the book at 
all, and argues with Fergus about 
its humour. "I just didn't find it 
funnyi" she complained. Will she 
cut ALL the jokes out?! 

Colour of Magic is set on a 
disc ■ shaped world, which rotates 
upon the back of a giant turtle. 
Great ATtim, who carries it 
through the interstellar gulf. 

The two main directions in this 
strange world, are Rimwards and 
Hubwards, and at right angles to 
these, the traveller can move 
Tumwise or Widdershins. 

There are eight seasons, eight 
days in a week, and eight colours 
in the spectrum, on the disc. In 
fact, the number eight has a 
special significance, and the 
eighth colour. Octaruie, has 
special associations with music. 

In Colour of Magic you will play 
the part of the failed wizard, 
Rincewind, who is given the task 
of accompanying Two flower, a 
tourist from the Counterweight 
Continent. Twoflower*s luggage is 
carried around in a very strange 
trunk, endowed with hundreds of 
little legs , It also has great teeth in 
its lid, which will snap shut on 
anyone trying to steal from within. 

Colour of Magic will be 



published on the Pirhana label, 
by Macmillaxu 

Fergus and Judith have a few 
other ideas up their sleeves, 
Fergus is developing his own 
adventur e system, partly in Basic, 
part machine code. He already has 
two titles lined up for this system 
Joystick 3 , andEncnaniress , 

Enchantress promises to be a 
serious adventure, and a new 
laJ^el, probably called Abstract 
Concepts, will be set up, to 
distinguish it from the spoofs for 
which Delta 4 has become 
famous, 

In Enchantress , you will play a 
woman, using brains rather than 
brawn, in a battle against other 
women. 

With "real"' graphics, the new 
system will have more text. 
Ham-save, music, contrast control 
for TV, and — a new idea in 
adventure programs — a note-pad 
facility. This will enable the player 
to make notes on his progress 
from the keyboard. 

Meanwhile, CRL have plans 10 
produeeJfocJryJfarror— The 
Adventure , and Fergus will be 
writing the text on another new 
system. This will be a disk-only 
graphic adventure, and the 
graphics, as well as the system, 
will be produced by CRL. Rocky 
Horror, although being primarily 
produced for the US market, will 
be released in the HE. 

1 asked Fergus what had 
attracted him to adventure writing 
in the first place. "Adventure 
programs are easier to write than 
arcades,"' he claimed. But Fergus 
has a way with words, (if not with 
spelling) both on the screen and in 
conversation, that make it 
inconceivable that, having chosen 
the field of computer games, he 
could write anything but 
Adventures. 

THE BOGGIT 

• Supplier Delta 4 

• Machines; Spectmm 48K, 
Commodore 64, Amstrad 

• Price: £7.95 

Boggif is to Babbit what Very Big 
Cave is lo Colossal Caves , but 
even less respectable . 

Starring off in your tunnel-like 
burrow, before you can get very 
far, Grandalf crashes in, straight 
through the closed window, and 
deposits a box of exploding 
chocolates at your feet. 

Dealing with this problem is not 
too difficult, and before long you 
are on your way — if you can get a 
word in edgeways! 

The action is frequently 
interrupted with screenfuls of 
humorous narrative, in which, 
among other things., you are asked 
to "Come on down!" and guess the 
value of one fourteenth of Thormy's 
treasure. 

As well as the round green door 
in the tunnel, there is a round 
green toilet, and this is the first 
toilet tve come across in an 
adventure that can actually be 



used for the purpose for which it 
was made. 

Scott Adams was responsible 
for two Elushable toilets, one in The 
Count, the other in Pyramid. The 
tatter manifested itself as a throne, 
on when sat a formidable iron 
statue. Chain-pulling was 
necessary to find a hidden exit. 
Telanum's Perry Mason , and this 
month'sUeer Hunter (see review) 
are among the more recent toilets 
to have featured in an adventure. 

But here at last is the first 
functional toilet to accept a couple 
of plain English commands in four 
letters, beginning with an S or a C. 
From its murky depths it 
disgorges an ugly monster, to bite 
the unsuspecting adventurer in a 
most tender place before 
disappearing again with a 
gurgling sound! 

Your journey, in the company of 
Thorny and Grandalf, takes you 
towards Rivendull, after a brush 
with some trolls who in real life, 
figured in some of Fergus 
McNeill's less happy business 
dealings. 

A visit to Beorn's house offers up 
some marmalade sandwiches, 
whilst if you call in on Smetrond. 
you will probably catch him in the 
act. Looking up from a tall elf , he 
will generously give you a packed 
lunch, which may prove a whole 
lot more nutritious than Boom's 
feast. 

Eventually you find yourself in a 
Goblin's dungeon, complete with 
high window, If you are lucky, a 
little upper- level-dungeon cleaner 
robot will appear, and reveal a 
bluish trapdoor . . . 

Boggit comes in three parts, and 
a tape save must be made to pass 
between them. Being given the 
option to move on does not 
necessarily mean you have the 
wherewithal! to succeed in the 
next part.. There is a RAM SAVE 
option which can be used locally 
in each part. 

Graphics are pleasing and 
effective, neatly edged with a 
couple of swords rampant, and not 
forced upon the player at every 
location. 

Boggit shows a surer touch, and 
greater confidence in approach, 
than its predecessor Bored, Some 
of the jokes are quite subtle, and 
the text has occasionally to be 
read a second time, to check 
whether it really means what you 
thought it meant, or if it is just your 
twisted mind at workl 

As a bonus, there is a freebie' 
program included on the tape, 
Sceptical n, is a 200 page Ceefax 
lookalike, bringing you inside 
information on the Delta 4 crowd. 

II you've met them, 1 have, you'll 
realise that the names dropped 
are all real people. It gives you the 
lowdown on all the village 
scandal. 

Keith Campbell 
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TAKING... 



DESIGN 



IN 



..TIGfR 

MOUNTAIN 

THE ODDS ARE 
AGAINST YOU! 

You II have to plan for the future 
and use your tactical skiffs to 
take the attack-tank through 
to "TIGER MOUNTAIN" 
"TAKING TIGER 
MOUNTAIN" is in 3D colour, 
set In a real-time battle 
environment, which makes 
I 't the most advanced 

battle simulation 
available. 

FortheAMSTRAD 
CPC Range* 



******* 



n-E-xo-3 

THE COUNTDOWN 
HAS BEGUN... 

One man stands alone to defend the 
ultimate weapon "NEMESIS" from 
the Andromedan robot forces. 
He has to escape with the 
"NEMESIS" intact, or start the 
countdown to self-destruct. 
Time is running out, every 
second counts. 

For the SPECTRUM and 
AMSTRAD CPC Range, 

Selected "Design Design" titles 
are available from:- 



and all leading software 
stockists, or direct from:- 



Design Design Software, 
125, Smedfey Road, Cheetham HrB 
MANCHESTER MS 7RS. 
Trade enquiries: G6I-205 6603 



A MIND FOREVER VOYAGING 



t Supplier; Ihfocom'Activision 
§ Machines: Atari ST, Amiga. 

Commodore 126 
• Price: Various 

Written in Infocom's Interactive 
Fiction Plus system, il should be 
noted chat this game is no! 
available for the full range of 
machines normally supported by 
Infocom, AMFV was the first 
production in this format, and 
preceded Trinity, reviewed the 
last issue- 
Quite a different game from the 
usual type of adventure, even for 
Infocom, you play the part of 
PRISM, the world's first thinking 
computer. As such, you are not 
normally able to move around and 
do the son of physical things usual 
m an adventure. But more of that 

later. 

Set in 203 3 , with the world on the 
brink of chaos, USNA. the Uiuied 
States of North America ts 
threatened with being turned m»c 
a giant police state. This is due to 
Easi/Wesl missile defence 
systems being in balance — 
attention has been runted to 
nuruaturisation of nuclear 
weapons into cigarette-pack sized 
devices which can be smuggled 
nght into the heart of a city. 

Crime and urban decay are 
rampant Schoois are Violent, Hh:l 
ill-suited to education. So what's 
hew? Sounds just like Thatcher's 
Britain, 

But there is a Plan the Plan for 



PL AN. ELEMENTS, and 
RYDER.5PEECHES. 

The current file can be read, or 
the next on the list selected for 
reading. The library files contain a 
lot of background information, and 
much of the game consists of 
retrieving and absorbing 
informauon, rather than solvmg 
puzzles. 

Interface Mode gives you the 
capability lo control external 
devices. By this means you can 
: Gscimd-.ue The rush hour traffic 
penod, shut down the healing and 
ventilation in the building, or 
change the janitor schedules. 

Initially, at least, Simulation 
Mode is the most important, for 
one or your first tasks is to record 
some simulated real-life 
expenences, for analysis against 
[he background of the validity of 
the plan. 

Simulation operates in 'true' 
adventure mode, and whilst tn 
simulation you are asked to record 
experiences such as: visiting a 
movie, attending a court in 
session, visiting your apartment, 
speaking to a church official, and 
soon. 

The simulation takes place in 
Rockvil, South Dakota, and the 
tourist pamphlet-map of the town 
provided wtU help you find your 
way around. This does not give a 
detailed picture of the places you 
can visit, bui is very handy for 
getting your bearings, and 
deciding the most likely areas to 



go visit, to record your assigned 
Renewed National Purpose, 
Senator Richard Ryders pet 
project. It is pretty drastic It must 
be tested for validity before it can 
be put into effect, And that's your 
job, as a computer! 

Among other things, the plan 
calls for: Tax cuts of SOW; 
Deregulation of major industries. 
Termination of aid to nations not 
pro-USNA; Termination of 
government aid to outmoded 
industries; Emphasis of 
fundamental and traditional values 
ui education; Mandatory 
conscription for troublemakers 
and criminals. 

As PRISM, there are a number 
of different modes in which you 
can operate. Starting out in 
Communication Mode, by a simple 
code you can access any of the 
audio and visual sensor units 
installed in the building, including 
those at the office of Perelman, 
your 'boss'. Perelman it is who is 
conducting the experiment to lesi 
the Plan. A flavour of the kind of 
world of the day can be gained by 
accessing WNMF. World News 
Network Feed. The flow of 
non-stop sport scores, news, and 
advertisements is seemingly 
endless. 

Library Mode realistically 
simulates access to a series of 
computer files. To read a file, you 
must first open the appropriate 
directory The directory for PLAN. 
DATA, for example, contains files 



named PLAN. CRITIC ISMS. 
PLAN. POPULARITY, 
encounters. 

Once your recordings have 
been analysed and found to be 
good, part one of the game ends 
and you enter part two. 

Colour is an option on the PC H 
and if selected , comes up as a pale 
blue header band with black text, 
and a royal blue screen, 

I also tried the diskette on a PC 
XT, but found that even though it 
was write-protecied when 
msi ailed on :he AT i? would nol 
run on the XT. I queried this with 
Alison Hale of Activision, but she 
was unable to throw any light on 
the problem. 

A Mind Forever Voyaging 
comes in the standard Infocom 
packaging, with high quality 
glossy magazine -style instructions 
and background stapled into the 
box., the Rockvil plan, the security 
disk, and a genuine cheapo 
ball-poinl pen advertising Quad 
Mutual Insurance, as well as the 
disk and operating instructions for 
the appropriate computer. 

It ls an enormous game with d 
vast amount of text, and gives you 
the distinct impression that with 
AMFV, your mind can, indeed, 
voyage forever- 
Keith Campbell 
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THE BEER HUNTER 



• Supplier: Global Software 

• Machine; Amstrad 
464W6128; Spectrum 48K 

• Price; £7.95 

"An adventure for Amshtrad 
computers*!" is the introduction to 
(Ms light-hearted advenrure. 
which lays no claims to be difficult 
or complex. 

The parry you are at is in 
imminent danger, (shock, horror) 
of running out of beer, and your 
job is to rescue the situation. 
Trouble is, the town is deadsviUe 
— not a pub around worth 
drinking at, All the decent ones 
have been turned into trendy 
wine-bars. 

H you're really desperate for 
booze, you'll grab anything going, 
and some stale lager outside the 
pub ls too good to leave, but 
dubious in hindsight. 



Down in I he cellar, however, 
there is only one barrel, and It's 
empty, Seems the landlord gets 
his beer as powder in a sachet H 
and merely mixes it with water! 

Your travels in search of ale 



take you as low as Che sewers, and 
as high as the rooftop of the 
Barbican. There are bars 
everywhere, but you don't seem to 
be able to get any beer . . . 

Anyone with a taste for Real Ale 




will enjoy the humour in this game. 

Plotted in xheGlabe and Engine 
over much Shepherd Neame 
Masterbrew (.sf a bit sleepy, a 
wonderful pint when well-kept) it 
was written using Incentive's 
Graphic Adventure Creator. Or 
at least, it claims to have been 
'originally developed' on the GAC, 
whatever that might mean. 

Although the parser accepts 
multiple commands full 
sentences. I found the actual 
vocabulary a little lacking. 

However, the overall Lmpression 
is of a game that's fun to play, and 
not too difficult once you get used 
to operating die display system. 

Keith Campbell 

♦ Vocabulary 4 

♦ Atmosphere I 
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• Supplier: Atlantis Software Ltd 

• Machine; Spectrum 4SK 

• Price: £1.99 
This is the sequel ro Mafia 

, Contract, in which your boss Don 
^apoUa, has been threatened by 
vico Rossi s men, He has panicked, 
gone into hiding, and put out a 
contract on everyone he fears - - 
including you.. 

Your objective is to kill Capolla 
ana Rossi, then go on (o find 
documents about Capotla's 
gunmen, which will give you 
control of the city 

There is no time to lose, for even 
as you enter the game, Rossi s men 
are raiding Capolla's mansion, in 
which you sit at /our office desk 
Out of the room, down the 
corridor, and as you reach the top 
of the stairs, There they are in the 
Lobby below, spraying you with 
Pullets. No spare moves to 
experiment - - get it right or die' 

Out of the mansion then, and 
watch out for Rossi's men lurking 



MAFIA CONTR A CT ]] 



ILL 



f 



D 



m the bushes, waiting in ambush. 
Perhaps the armour-plated car? 
But ihe gates of the drive are shut 

Outside the grounds with no 
transport, beware! They'll pepper 
vou with bullets in a bus, given half 
tne chancel 
The pace is fast in this cleverly 
instructed, adventure 



of the pitfalls are foreseeable It s 
learning how to behave as a 
gangster, and making sure you 
have the equipment to do it, thai 
provides the puzzles to back the 
excitement 

This is a graphic adventure and 
the only thing that slows it down, 
1 'he fiuUscreen pictures which 



• Sapplier: Plasma Touch 

• Machine: Amstrad 

• Price: £]. SO (incP&P) 

Treajnue Tunnel*, another 
offering using the Incentive 
Graphic Ad venture Creator is as 

its name implies, a treasure 
gathering exercise. 

As a variation on the them^ 
treasures are classified as 
Precious Metals, Jewels, and 
Antique items. You must deposit 
five of each category at its 
appropriate store locations and it's 
up to you to decide if an object is a 
treasure, and if so, in what 



category 



You start off facing a large brick: 
biulding Your journey leads you 
underground, where there are a 
lew treasures that give themselves 
up easily, 

The problems get more difficult 
the further you go, and breaking 
mto the last fifteen or so of the 50 
locations m this game requires 
some hard thinking. 

Shifting a dragon (yes it s been 
done before, but differently J), how 
to enter a bright area, and picking 
up hot items, are no easy 
problems. 

For a change, although set 
undergound, me rocks themselves 
'-■there is no need 



to carry around that tiresome 
lantern, and having to remember 
to him it off whenever possible to 
conserve the oil or battery 

There is no HELP command, hut 
perhaps most disappoinuriolv the 
word SCORE is not recognised. A 
pity, as I always fee] {hat horders 
of treasure, like misers, get a great 
ceaj ol pleasure our of counting 
their assets from time to time. 

This is a pleasant adventure, 
and can be recommended for 
beginners who are prepared to do 
a bit of hard thinking, 

Not so the extra' adventure, 
Experience, which is on the back 
of the tape. This is altogether a 



precede some of the locations In 
others, there are mini graphics 
which display instantly. Just as 
effective as the full pictures even 
these don't match the bold, 
cartoon-style BANG and CRASH 
screens, which appear from time 
to tune, and strangely enough, add 
to the atmosphere rather than 
destroy it, 

The anti-violence brigade will 
be best advised to avoid this one 
but if you fancy a cracking good ' 
blood arid guts adventure, you find 
this hard to beat. 



it's a must! 

If you don't see it in your local 
store, add 36p for PAP <«p for two 
games, free for three or more) 
and order direct from Atlantis ' 
Software Ltd., 19 Prebend Street 
London. N ] 8PF. Keith Campbell 
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TREASURE TUNNELS 



1 

10 



• Supplier: Incentive Software 

■ Machine: Spectrum 48K 

• Price; £14.95 

Incentives excellent adventure 
creator utility, released originally 
,ori^ie Amst*dd, has made its 
promised appearance on the 
Spectrum. A conversion of Sean 
tllis s original program, by 
Brendan Kelly, this has the same 
easy editing radios. Cf>ee r^w 
C^VG/ajiuary/fltffi,) 



THE ADVENTURE CREATOR 



different and siightly strange 
adventure, in which you find 
yourself stuck in an attic, with 
nowt but a magazine, Ninja sword, 
lead miniature , a bar of soap and a 
dressmaker's dummy. You're 
hred, but can t seem to sleep 
Hmm . . very strange, and not 
easy at all! I never even got out of 
the attic. Bat there is a pnze for the 
person who comes up with the 
best interpretation of the game' 

• „ , , Keith Campbell 

• Vocabulary g 
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The Spectrum, of course, is 
quite a different beast from the 
Amstrad. but within the constraints 
of the machine, this version 
faithfully reproduces the original, 

A graphic creator option is 
included, and uses a similar 
method, to that of its predecessor, 
As before, the game can be piay 
tested from within the prt>:jra:u 
and includes a debugging aid. 

A Ouickstart file can be loaded 
which sets up common verbs, 



messages, and low priority 
conditions associated with them 
Two demonstration adventures 
are recorded on the reverse of the 
tape, one of which can be used to 
practice edirmg 

Up to 9999 locations can be 
created, and filled with up to 255 
objects, 25S is also the maximum 
limit for verbs, nouns, adverbs 
and markers, whilst up to 127 ' 

2™**" h ° ldkl ? a maximum value 
ol Aba can be used. 



The actual number and mix of 
each of those achievable in 
practice, is. of course, determined 
by the memory limit of the 
machine. Free memory is 
constantly monitored on the main 
menu, and powers up at 23194 
bytes. 

Commodore 64 owners have yet 
to see trie release of their version 
but it is wet! on its way. 
Keith Campbell 



§ Supplier: Americana 
SoEtware/USGold 

• Machines: Amstrad, Spectrum 
4SK, Commodore 64; 
Commodore 16 (test only) 

♦ Price: £2.99 

A government agent, realising he 
was in danger, hid some secret 
pians somewhere in Europe just 
before he was killed. Your job is to 
find them and bring them back. 

You start Ho ftnd yourself in the 
most comfortable place in the car 
in which you are travelling. It's a 
hearse, and you are in the coffin! 
Dumped in a storeroom, you are 
left to your own devices to obtain 
the necessary equipment for your 
mission, including your passport, 
you've been taken co the airport. 

You play *he part of Mike Rodot. 
a spy . Had this game been 
published by Firebird, you would 
00 doubt have taeen famous 
reporter Ed Lines. The author of 
this little piece is Peter Torrance* 
already known for Subsunk and 
Seabitse Delta, Very much in the 
same throwaway style as its 
predecessors, the prompt asks: 
"What now them Mike? . . ." and 
often gsves the same 
atmosphere-destroying reply: 
Thanks, but no thanks! 11 

I have my suspicions that Ed 
was lined up for this job. and the 
program already written before 
the starring role was given to 
Mike. Indeed, if you try to buy a 
drink at the airport bar, the author 
sLips with the reply; "I'm not 
thirsty, Ed!" 

A graphic adventure, it has the 
annoying habit of redrawing the 
picture unnecessarily when only 
the location text needs to be 
changed. There is a rather 
illogical trigger command at the 
airport, in that you have to 
complete one action before 




something entirely unrelated can 
be achieved. 

The vocabulary is claimed to be 
'large' with a flexible parser, so 
that, for example, "Take the pill 
and swallow it" is understood, But 
there are parsers and parsers, and 
I found ALL in Take all" to be 
treated as an unrecognised obect. 
"Take the wig and beard," 
appeared to be understood, but 
unfortunately only the first item 
ended up in my inventory. 

Although quite enjoyable, it is 
too jokey to give the right 
atmosphere for its subject. 

Keith Campbell 

# Vocabulary & 

• Atmosphere 5 
§ Personal 6 
% Vai n e 8 
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e lying in m large OAK COFFXH, 
hafts of light from air liolts 
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What now then Mike? . . »■ 



CLOAK OF DEATH 



t Supplier Bug-Byte 
f Machine Atari 
• Price: £2.99 

Cloak of Death ss no newcomer to 
the adventure scene, having first 
appeared some two years ago, 
released by Argus Press Software. 
Argus have bought up the now 
defunct Bug-Byte name, and use it 
[or their budget games. 

As this adventure begins, you 
find you've had just a little too 
much of that old falling down 



water from your local. 

Why ebe should you. have been 
dumb enough so ma* r a b&t chat 
you would spend the night in a 
creepy old house? After all, it's 
only been empty for 30 years. 

Strange things started 
happening, and 1 worried, but it 
was over the vocabulary rather 
than the house!. I was facing a door 
that insisted of slamming shut 
when I walked through it, locking 
me in the cellar with no means of 



The obvious answer was to 
wedge it open with a suitable 
object, but after trying umpteen 
diff erenn verh^noun combinations 
and not getting very far. I decided 
to drop everything L was carrying 
and go in search of a bacon 
sandwhich. 

Bingo! One of the objects I had 
dropped jusi happened to fall in 
the doorway — a strange way of 
doing things I am sure you will 
agree. 

All things considered I found 



this adventure quite interesting to 
play. It has only 26 locations* but 
each is packed with some very 
sneaky puzzles, the answers to 
which may have a deeper 
meaning than you might, at first, 
realise. 

Paid Copping 



• Vocabulary 
§ Atmosphere 

• Personal 
t Value 



ADVENTURER OF THE YEAR 




Here is the competition you have been waiting for! All you 
have to do at this stage is to mi in the form, and send it off to 
Adventurer of the Year Competition, Computer + Video 
Games, Priory Court, 30-32 Famngdon Lane, London EC1R 
3 AU. You must enclose three of the special tokens that have 
been appearing in the magazine since the July issue, 

The closing date for entries is 16th October, so you have 
two whole months to enter. And if you missed out on one of 
the tokens, we will be printing just one more, in the next issue 

From the entries, we will be picking out ten semi-finalists. 
They will be quizzed on Adventure in general, and some of 
the games they have listed as solved. 

From these, three finahsts will be selected. They will be 
invited down to Priory Court, to meet the Adventure team, 
and battle to become C + VG Adventurer of 1986! 

There will be a separate competition for overseas readers, 
with a separate prize, so please make sure you put an X in the 
'overseas* box if you are not resident in the UK 
ANSWER THE FOLLOWING QUESTIONS: 

1) Which adventure firm produced the Silicon Dream 
trilogy? 

2) Who wrote Voodoo Castle? 

3) In which game do you have to be carried through a 
window? 

4) Name the odd game out. and why; 
Sherlock, Curse of Crowley Manor, Ten Little Indians. 

5) Name the odd word out, and why: 
Bunyon, Plugh, Temple , Away, Blowpipe , Yoho. 

6) What was the name of the national monthly that 
specialised in Adventure? 

7) Who writes the Questprobe series? 

8) How many parts has the game Zork? 

9) What was the name of the first ever mainframe 
adventure? 

10) Which adventure firm writes in ZTL? 




C+ VG ADVENTURER OF THE YEAK 
Name^_ 




My answers are: 
1 



Age. 



.Overseas Header? (Put X in Box) □ 
you played them on. 



3. 



4_ 



Name your favourite Adventure 

Name THREE well known authors of Adventures, 



3_ 
9_ 
10. 







Meet Professor TP, That's Tee Pee to you. He's 
going to be your master of ceremonies for the most 
addictive computer quiz you've ever encountered. 
And if you're good at picking up clues you've 
probably already guessed we're talking Trivial 
Pursuit here! The original board game took the 
enti re world by storm — and now the com puterised 
version is about to do it all over again. 






rof essor TP lives in a 
comfortable academic 
residence among the 
dreaming spires of Oxford, 
the centre of all knowledge. 
Which is quite appropriate 
for someone who can give 
you the answers to ell the 
questions in Domack's 
computer version of Trivial 
Pursuit. 

It was David Pringle, head 
of the ODE programming 
and development team, 
who discovered the Prof 
languishing among a pile of 
dusty old books in the Old 
Bodleian Library. The Prof's 
background in studies of 
tremendously obscure and 
totally irrelevant subjects 
qualified him perfectly for 
the Trivial Pursuit project. In 








fact the Prof reckons that 
he's probably got a 
certificate which proves he 
is the proud owner of a 
degree in Trivial Pursuits 
from the university. 

He ju mped at the chance 
to help David Pringle and his 
team of programmers, and 
was even more delighted 
when they offered him a 
starri ng role in the finished 
product as a sort of 
eccentric quiz master. 

So pleased was the Prof 
that he even offered his 
study as the location where 
the quiz takes 
place. 




; 6 \V 2 _ 

5 • ■ A ■ m 3 " I 




TT 
□ 



Grit 




That's why, when you play 
the finished game, you'll 
find yourself in the Profs 
study — surrounded by odd 
antiques collected by the 
Professor on his many 
adventures to dark 
continents. 

Also in the Profs study 
you'll see other items which 
make the computer version 
of Trivial Pursuit even more 
challenging than the 
original board game. 
There's an old slide 
projector which the quiz 
master uses to project 



_ _ 'Mutt 

pictures for illustrated 
questions, and a piano or 
wind-up gramophone — 



— for questions requiring 
musical knowledge. Sound 
and vision add a whole new 
dimension to the pursuit of 
excellence! 

And you can even play the 
computer version on your 
own — which will enable 
you to put one over on 
people when you piay the 
real thing. Just think of all 
the secret practice you'll be 
able to get in. 

The game basically takes 
place on two screens — 
there's the familiar Trivial 
Pursy it board represented 
on one — while the actual 
questioning takes place in 
Prof TP's study. This is a 
graphic representation of 
his room in a splendid 
Oxford house. Prof will 
show you s fides, play you 
m usie or simply ask you text 
questions as in the original 



depending on which version, 
com p u ter y ou ' re 
playing on 
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On loading the game, 
players are presented with 
the menu screen to allow 
them to set parameters and 
select options for the next 
game. You select colours for 
counters and enter your 
names, the computer wil 
refer to each player by name 
from that point. 

Other options available 
include setting a time limit 
for answers and allowing 
wagers on questions. The 
time limit on answers can be 
set by the players from 
5-300 seconds, counting 
begins when the question, 
including any aural or 
pictorial elements, has been 
presented in full. 

If the time limit expires 
the answer is displayed but 
the player may still declare a 
correct answer, this is 
permitted so as to allow for 
last second answers. 

The details for wagering 
have not been finalised but 
each player will be able to 
bet on himself or against an 
opponent answering a 
question correctly. 

The other options on this 
screen are save/load, load 
another block of questions, 





abandon game, turn on/off, 
game analysis on/off and 
quick set up. 

The menu screen can be 
accessed at any time from 
the board screen and any of 
the options or parameters 
can be altered. This facility 
accommodates players who 
wish to leave the game or 
join a game in the middle of 
play: 

When everyone is 
satisfied with the options 
selected, the Board Screen 
is displayed and play 
begins. Order of play is 



chosen by the computer. 

The Board screen depicts 
the TP board with the 
current players position 
indicated. 

Beside the board is an 
enlarged view of the 
players' counters showing 
any coloured segments 
gained. The subject 
categories and their 
corresponding colours are 
shown underneath the 
board. 

Two text lines run along 
the bottom of the screen. 
The lower right area of the 
screen is reserved for the 
antics of Professor TP! 

The Profs first task is to 
assist the player in throwing 
the dice. The board is, 
naturally, divided into six 
segments, these normally 
have decorative pictures in 
them but for the purpose of 
dice throwing, the numbers 
1-6 replace the pictures. 

The exact manner in 
which TP operates varies 
from machine to machine, 
but options include firing an 
arrow to h it one of the 
numbers at random and 
pulling a lever to stop the 
numbers spinning. 

When the dice has been 
thrown all the squares that 
can be reached by the 
player's counter will flash, 
the player then uses the 
joystick to select one of 
these squares and his 
counter is moved to it. At 
this point TP strolls off the 
board screen and 
accom pan ies the player to 
the question screen. 

As we've already 



mentioned, the quesison 
screen shows a view of the 1 
study in Prof TP's Oxford 
residence. Various objects 
relevant to the question 
subject lie about the place 
and the Prof himself enters 
dressed in clothes 
appropriate to the question 
subject. He then asks the 
question, aided by his slide 
projector for pictorial 
Questions and his piano or 
wind-up gramophone for 
questions involving music. 





A grandfather clock in the 
corner will count down the 
time if the timing option has 
been selected. When the 
player has announced his 
answer to his fellow 
contenders he presses the 
joystick fire button to find if 
his answer is correct or 
incorrect- 

Everyone returns to the 
board screen and the player 
has another turn, or play 
passes to the next player as 
appropriate. 

At the end of the game 
Prof TP bestows a small 
award on the winner. 

The one player mode 
contains extra features. 
Examples are enhanced 
f j ming factl ities such as a 
time limit for the whole 
game and a points system 
based on number of 
questions answered 
correctly. 

Once you've got the 
original computer game 
you'll be able to get hold of 
special additional question 
modules to keep the game 



fresh. 
Domark's 
computer version 
promises to be as 
addictive and exciting as the 
original article. 

Trivial Pursuit will be 
launched at the PCW Show 
in September on Spectrum, 
Commodore 64, Amstrad 
and the BSC at £14,95. 



behind Trivial 
amazing as the 
success of the board game. 
It was invented in just 45 
minutes on a rainy night in 
Montreal, Canada. 

The next day brothers 
Chiis and John Haney and 
friend Scott Abbott sat 
down to get together the 
first 6,000 questions, 
Creating the concept was 
the easy part. Convincing 
people that it was a good 
idea was considerably more 
difficult Hiey suffered five 
years of rejections before 
Trivial Pursuit finally gat off 
the ground with the help of 
friends and relatives. The 
first 20,000 boxes of the 
game were soon snapped 
up — and the trio were well 
on the way to fame and 
fortune. 

Trivial Pursuit has now 
sold almost 70 million 
copies worldwide, three 
million of those in the UK 
atone. The game has been 
translated into many 
languages including 
Japanese, Chinese, Arabic 
and even Icelandic, A 
factory In East Anglia 
churns out over 100,000 
copies a week to meet the 
worldwide demand. 

The three creators are 
reckoned to be worth 
mnd 22 million dollars, A 
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told! Gold' There's ^drl m these here pages. And ii j your chance | 
of it in DomartYs Trivial Pursuit Golden Challenge, 

The tup prije is a Trivial Pursuit Laid ^ame * ith solid gold plnvmg pieces All ihe 
travs, segments, die Kill be made or gold. It will be ihe only sec of its tvpf and the 
insurance value Li £lll,{HjO. 

To stand a cr^tt of winning vou must compete in ihe gj€a( Computer^ Video Game* 
Friviai Quiz, Other com outer magazines are running similar competitions and ihe 
timers Hi ther will meet in a tolden Final in London during December — Khich, 
Doimtl. will [*• compared h\ someuin: reallv famous (It writ he Tim MeicalleC+VG's 
Big Ed. though). 

The winner o!' the C+ VG Quiz plus lour runners up will receive a copv of thr new 
Germs I] Edition^ the Trivial Pursuit Board Game. 

Here* what you have 10 do. Below are printed ten questions m Trivial Pursuit suJe. All 
vou have to do is answer (hem correeik. We also want you to make up your own Trivial 
Pursuit question, Uii'i gnnd enough Domad may be able to use in a future data tape for 
ith Trmal Pursuits l-ltiiijuilt pme. Make iurc vou send the answer and the suurte. 




Mv I l i^laJ Pursuit ([iK'stmnii . 



Aiisvut: 



Name: . 



Are: 



I 
I 
I 

I 
I 
I 
I 



Wnen you've answered the questions send them with the printed coupon to I nvial 
hiTsurt Golden Challenge. Computer + Video Games, Prwrv Court, 30-32 Tarragon 
brie, ijondon F.CIR 3AU, The dosing date is September 16 and the editor s decision is 

1 ) Ho* long did the Hundred Years' War lasir 

A. Il&years 

B. 5(1 years 

C. years 

2] Pui'finus Pnflinus is the zoological name of which seabtrd : 

A. Puffin 

B, Manx Shearwater 

3) What was King George V Is first name? 

A. Fred 

B. Altai 

C. Charles 

■1 1 Panama hats cume from which country 

A. hu.id' 'i 

B. Itak 

C. Panama 

!i) In ^hat iikmth and vear *as C4 YG first published 
A-Novlflil 

B. April 1983 

*i) Hov mam golf talk art ihere on the momar 
A. lliree 
fi. S'one 

C. Ten 

7 1 What i* Di^x-raie Han's favourite food? 

A. Cow pie 

ft. Mince pie 

G Pie and mash 
8) VVhai is the longest river in the world? 

A.Vangue.Oina 

fi. ^ it. f^ii 1 

C Congo, Africa 
9} How mam- editor's hasOYG had; 

A. One ' 

bVTwo 

C Five 

! 0} Amelia jenta Bloomer (1818- wore and popularised which female garmen t? 





PLANETOID 

T\m MACHINE l 

ARROW Of DEATH I 

GOLDEN BATON [ 

UN LITTLE INDIANS 1 

WIZARD OF AKYR? ( 

ARCADIANS t 

HOPPER f 

CHESS 1 



CYBEflTROK MISSION 
ELECTRON MYADEH5 
FIVE A SIDE SOCCER 
JET POWER JACK 
FELW lit THE FACTORY 



SHOWER 1 

STOCK CAR E 

CHLKKIE tfti I 

nni f t 



BARGAIN SOFT1A 

Dept. C+VG, Unit 1; 1 Esmond Roa 



BY 
PHONE 



RING 01-995 2763 



PYRACUflBE 
DYNAMITE DAN II 
RUNG FU MASTER 
PUB GAMES t7flarnesl 
THEATRE EUROPE 
Hh JACK 

bobby bearing 

CAULDRON l| 
KERMAO MADNESS 
JACK THE NIPPER 
PAPER GOV 
ACE 

ACTION REFLtK 
MANTHDNIX 

BIGGLE3 

impossible mission 

EQUINOX 

ATTACK OF THE KILLER TOMATOES 

SPLITTING IMA&ES 

MEGA HITS {10 vmmv%) 

ENIGMA FORCE 

GLAOlATDR 

QUAZATRON 

SWEEVO S WORLD 

NIGHT SHADES 

SABRE WULF 

NODES OF VESOD 

SPORTS PACK (G snarls gamtij 

POLE POSITION 

RAID OVER MOSCDW 

BEACH HEAT II 

GHOST i GOBLINS 

TANTALUS 

TOAD RUNNER 

THE PLANETS 

SAI COMBAT 

REBEL PLANET 

OREEN BERET 

BOMB JACK 

LORD OF THE RINGS 

ELITE 

WAY OF THE TIGER 
SAT HUH 

INTERNATIONAL KARATE 
HORDE N "5 0UES1 
5UPER10WL 

TAD cm 

SOLD A MILLION II (4 Tap Games) 



ARCADE HALL Of FAME |£ T 
COMPUTER HITS II [10 Tap l 
HOT SHOTS (4 Tap kwm 
NOW GAMES II £5 Games | 



NOW GAMES |h CflTfi'.- 
TURBO ESPRIT 
MONOPOLY 
CLUEDG 
3TARSTRIKE 11 
WINTER GAMES 
BACK TD SKDOL 
5 WORD & SORCtKY 
OOUMCIS 

G. GOOCH'S CRICKET 

VIEW TO A KILL 

THHEE WEEKS UN PARADISE 

ADEN HIGHWAY 

ART STUDIO 

wAr yr the exploding fist 

GRAPHIC ADVENTURE CREATOR 

TOMAHAWK 

BOUNDER 

PENTAGRAM 

HEARTLAND 



PRICE PROMISE 

If you wiser lo purchase any product from our 
find that you can buy the same product cheaf 
another mail order company, simply enclose tf 
amount, stating the name of the other comp 
where you saw the advert. (It must be a curren 
Price Promise does not apply to other cos 
'Special Offers;". 
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PRICE 


PRICE 


1.95 


7.45 


7.95 


5 90 


7.95 


5 90 


9-95 


7,45 


1.95 


7.45 


995 


7.45 


7.95 


S.90 


1 99 


e 70 


9.95 


7.45 


7-95 


5 90 


7.95 


5.91 


9.95 


7,45 


7.95 


5.90 


7.95 


5-90 


9.95 


7.45 


7 95 


5.99 


9 95 


i.99 


7.95 


5-99 


7 95 


5.9D 


945 


7.45 


9 95 


6.99 


B« 


I.7D 




6.70 


7.95 


5.90 


9.9& 


6,93 


9.35 


4-99 


BBS 


4 R-9 




5.99 


7.9S 


2.99 


7.95 

~i u: 


5.90 


'■W 

7.« 


5- S)U 
. 5.90 


B.9S 


h n 


B.95 


E-.73 


3.95 


7.44 


5 95 


5. 2D 


9.95 


?.« 


lis 


5.9*1 


T.S5 


5.9D 


IS .AG 


11. 3D 




II ?fl 


a.ss 


7.45 


7.95 


5.9C 


6.i5 


5.211 


7.95 


4.99 


9.95 


7.45 


995 


7.45 


9 95 


7.45 


9.95 


7.45 


9 95 


7.45 


9.95 


7,45 


a. 95 


5.70 


0.95 


0,71 


i 95 


5. JO 


9.95 


7.45 


9 Be 


7.45 


7.95 


5-99 


795 


5.99 


7.95 


5.29 


995 


7.45 


1.95 


7.45 


995 


7,«5 


9.99 


3.n 


9 95 


6 99 


7.95 


5.90 


1*95 


11 29 


5.35 


B.5D 


22. 95 


mm 


9.35 


7.4* 


7.95 


5.90 


9.B5 


74S 


9,95 


7.4:5 





REG 


OUR 




PRICE 


PRICE 


SHOGUN 


3.35 


J 45 


L h AN h K H HAM 11 


9 95 


1 45 


BOULDER DASH III 


S.Bi 


J 45 


KNIGHT GAMES 


B 95 


H TO 


MERMAID MADNESS 


3.39 


7. 45 


SUMMER GAMES 1 


9 ; Jj 


7,45 


SOUTHERN BELLE 


7.35 


5.90 


TAU CETf 


9 95 


7 45 


RED HAWK 


£ Sfi 


5.70 


mv OF THE TIGER 


9,55 


7 45 


8E"V0NS FORBIDDEN FOfiEST 


9.35 


7.45 


GHOSTS 6 GOBLINS 


9 95 


7.45 


PUB GAMES 


9.95 


7.4S 


TOUCH FOOTBALL 


9 99 


7 45 


CAULDRON II 


B.93 


5.70 


EMPIRE 


9 95 


5.99 


HOME JACK 


9.95 


7.AS 


PAPER BQY 


9 95 


7 45 


GIGGLES- 


9.95 


7.4S 


SILENT SERVICE 


9 95 


7.45 


SOLO FLIGHT II 


9 95 


7.J5 


GREEN IE RET 


S 95 


7 45 


UIEIDIUM 


8 95 


6 7D 


GAME KILLER rCjil) 


li <JF> 


11.90 


Mi K US 


9 95 


7.45 


G GDOCHS CRICKET 


9 95 


7.45 


INTERNATIONAL &E)CCEFL 


!i 95 


4 99 


SOLD A MILLION [4 Tap Games 


9.95 


7.45 


SOLD A MILLION 11 (4 tap Games! 


9 95 


7 45 


REVS 


14.95 


11.29 


ROCK N WRESTLE 


9 95 


G 50 


INTERNATIONAL KARATE 


6 50 


4.99 


E-PlTFlRt 4C 


9 95 


7 45 


SABOTEUR 


4.95 


6.70 


MASTER OF THE LAMPS 


999 


3 99 


MUSIC STUDIO 


12.99 


4.99 


ENIGMA FORCE 


9,95 


5.99 


NOW GAMES i"6 Tillts) 


4.95 


5.99 


NOW GAMES II It Titles 


9 95 


5 99 


FIGHT NIGHT 


9.95 


S.99 


WINTER GAMES 


9,95 


e so 


F5TTHCN 1 


19. SCI 


0.99 


PSI WARRiQR } 




FAME OUE5T i 






PARATROOPERS } 


HOG 


5.99 


ELECTION TRAIL J 






POOL CHALLENGE > 






THE PIT i 


29. DO 


5.99 


GHOST MANOR & SPIRES PEAK J 






WGFtLD CUP FOOTBALL 


7.99 


2M 


OH COURT BASEBALL 


10 99 


4.99 


ON COUFtT FOOTBALL 


10 99 


4.99 


FRIDAY 13TH 


S 99 


3.99 


VMW "i, A KM L 


8 99 


199 


50 GAMES CASSETTE 


10.99 


3.99 


SPIRIT OF THE STONE 


14 95 


4 99 


BOUNTY BOB- STRIKES- BACK 


9 95 


4.93 


frUMHAT LEAOER 


1*95 


4 99 


MUSIC SYSTEM 


14.95 


7.99 


POPEfE 


gas 


4 99 


CAMELS 


9,95 


2.99 


HELL GATE 


9 95 


2 99 


HGYVEH BOVVER 


9.95 


2.99 


HEROES OF KAfflhl 


9 95 


2.99 


BREAK FEVER 


9 95 


2.99 


ADVENTURES OF BASILDON BOND 


:.s 


2.99 


DEFENDER 54 




2.99 


GANDOLF THE SORCERER 


S 99 


2.99 


LAilR /UNI 


9 95 


2 99 


PTJAMARAMA 


9 95 


2.99 


ftUTO^ftMA 


9 95 


2 99 



KILLER GORILLA 



nuovinuH 

TALES OF ARABIAN NIGHTS 
Cf CLONE ATTACK 



BARGAIN SOFTWARE ORDER FORM 

Please send me the following titles. BLOCK capitals pleasef 

Type of computer 



jTitle — 


Amounl 






















Total Enclosed C 





Name .... 
Address 



Tv f J - 



Please mnho cheques or pcjslril orders payable 1o BARGAIN SOFTWARE. 
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Elsewhere please add C1.DO extra per 5 ape 



It's a MUG's life on C+VG - Multi User Games, 
that is* Interactive modem -linked games are 
becoming very popular, They can bring a whole new 
world of fantasy and adventure into your living 

up on MUGs , , . 





Mi 



ull Ul'«r games are ^uite a 
recent phenomena, having 
ronls been commercially 
available for about LS month? The 
first commercial MIC has the now 
fjHDOUS Multi-User Hungeon,. 
abbreviated to an affectionate Mi ll, 
which although written years ago, 
was for the first lime put on a public 
network. Compunet, in Christ mas 

Since then, MIT) has nourished. 
The author, Richard Hartle, is now 
in the process of finishing MIT)2 
which is already up and running, 
and is constant ly being improved. 

ur> though I being improved, it 
is perfectly acceptable, and is great 
to play. I look forward immensely to 
playing it again in a few months Lo 
see the developments. 

A multi-user game is hasiraHv an 
adventure which more than one 
person can "occupy 11 and play at the 
same ti me . These pi ayers c an 
Interact by helping each other, or 
killing each other at the other 
extreme! 

Some powerful players even go to 
the lengths of acquiring a private 
army, made up of low-ranking 
hapless mortal.- who do n'1 know an} 
better, t'nfortunately, desertion rate 
is pretty high because of the risks 
involved, 

After all, hou 
low-lev el character 
like to take on a 
highly experienced 



Legend one of the ranks in 
Mud-second only to wizard | armed 
with your bare hands! You'd 



"beJboz, OK-see you there in two 
minutes!" 
It is i his interactiveness! hat 



you're lucky. 

Unlike even the most sophisticated 
single-user adventure, your 
opponents in a MUG are other, 
intelligent humans, and not some 
totally dumb (h** 

Having mi id 1 his. 1 hen- \irv [he- 
equivalent of non-player characters 
'M'C's for l>\ l> players i known as 
mobiles. The strength of these 
mobiles Is set by the program, and 
they range in type from Dragons to, 
in one game, a Roadrunner! 

Mobiles are for the most totally 
thick. They will normally attack on 
sight, with varying degrees of skill 
and strength, Rven a novk-e could 
kill a poor zombie, hut only the more 
adept and powerful players could 
attempt the Dragon* 

Communication within (he game 
is very simple, and normally 
operates on three levels. Firstly, you 
can SHOt T a message, in which 
case all players in The Land will get 
the message unless they have a 
hearing problem possibly resulting 
from being magically deafened 
which will affect ALL forms of 
communication, 

Secondly . you can SAY a message, 
and all players in the same room as 
you will hear it. Lastly, you can 
communicate on a 
one-to-one basis by 
typing the player's name 
and Ihen the message. Tor 
example: Ganda If, meet 
me in the collage 
entrance hall, OK?" To 
which 
Gandalf 
might 
reply: 




addictive. 

Haver- can kill each other, help 
each other, gang up, go on quests 
together, or simply have a goi«l chal , 
You might ask someone for he]p, 
and the> might demand an item of 
treasure in exchange for their 
information. 

You hand over the treasure and 
splat, he kills you and runs off with 
hi* ill-gotten gains. Vendettas 
arising from actions like this, can 
last for ages, and as a wizard it's 
quite funny to be able to sit back and 



you. 

The aim of most MUGs is to get to 
an ultimate rank, normally Wizard 
or its equivalent Once achieved, you 
are power incarnate, with the ability 
to kill mere mortals with a casual 
flick of a finger. 

In MIT), there is no higher 
achievable rank. I say achievable 
because there is in fact a higher rank 
-ArchWizard. 

Arch wizards are appointed by the 
game's creators to oversee the game 
and its wizards, and even wizards 
must obey them or be FODdcd 
I Finger Of Death I. 

Even though W izards have the 
power to kill people out of hand, and 
in some games create their own 
rooms, monsters, puzzles, and 
treasure, they are expected to behave 
responsibly. 

Though they have incredible 
power, they are also (he game's 
serv ants, making sure that problems 
or queries a player has are answered, 
and disputes arc settled. ( If course, 
even Wizards feel (he urge to be 
mischievous sometimes, so don't be 
surprised if you sudden!) find 
yourself surrounded by zombies, or 
being strangled slowly by a 
telephone lead. . » 

Your character, to tret to this 
ultimate position of power and 
authority, must undergo severe 
testing on the battlefield known as 
The Land. 

In your quest for points, you will 
doubtlessly be killed many limes. 
The first time you are killed in a 



fight, you arc in shock for about a 
minute Wore it all sinks in. It's 
amazing how emotionally attached 
you become to your all er-ego within 
the game. 

There is a lot of confusion among 
non-MIT 1 players as to what exactly 
happens w hen you SAVE, as you 
would in a normal adventure. This is 
raj her complicated to explain, as it 
varies so much from MUG to MUG. 
In the original MUD. when you 
saved, your all rihutes <eg stamina i 
and your score are saved . Your 
possessions are not. 

Every few hours or so, the game is 
'reset' and all objects, mobiles, and 
ponies are returned to their starting 
states which may be random. 

As points are scored hy collecting 
treasure and dropping it in the 
swamp where they cannot be 
reached again, these treasures must 
he returned to the game. The same 
thing happens to weapons. 
Effectively, it is like switching off 
the computer and reloading. 

In other games, you can buy 
weapons and armour whieh you can 
keep even after a reset, and in 
GODS, you even have your own hotel 
room, with personalised 
descriptions. 

As you rise in rank, so you are 
given another room, unlihou em I up 
with a suite! GODS also differs from 
other MUGs because once you have 
reached the ultimate rank of, yes. 
thals right, a GOD, you may only 
remain one if you are very careful! 

< luce a God, 3 <m are .given a 
temple. To remain a God, you must 
have a lot of magical points whii'h 
can only he obtained by getting 
mortals to offer their Ireasures to 
you. 

When t hey do t h i s„ yo u as a ( i< id 
are given half of the value, and the 
mortal the other half. To encourage 
players to offer treasures to your 
temple, you have to somehow entice 
them. This can be done in a number 
of ways, some of which again make 
Gods stand out from other Ml "(is. 

Say. for example, that you have 
stolen a highly valuable ohjeel from 
a fellow player. Naturally enough, 
he's be rather peeved and would 
probably come after you with a 
yen. 
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You could strike a bargain with 
Mtofthefiodsandsai thai in 
change for nffiTiiiif treasure in hi* 
temple, he must cnahle you to kill of 
} imr pursuer. 

He could dr> this by leaving a "spel 1 
paniupc" in your htitel room, so that 
next lime you logged into 1 he game, 
? im mil Id at tivate the paeka^e and 
a&uming that he is playing l he 
Ifjune, kill him! This method raises 
M>itif nit her important questions. 

Wizards are supposed to he 
-nairruptahle heine;s win, do notgive 
away treasure or give away e\ces*i „ 
help, In GOI)S f you are virtually 
forced to do the opposite in order to 
smhe&sa God. As this feature of 
spel I packages has not yet been 
implemented, 1 ran not say what will 
resuluhul ii will cerlainh be 
interesting to watch! 

Unfortunately. GODS is not run 
irfi a large system, ami ran therefore 
only support a ven limited number 
ni u^ers. MUD on the other hand can 
eusily support over 30, although I he 
Wine docs tend to set a little 
crowded then. 

Those of you in the know out there 
may scoff and laugh when I say this, 
k\ Mt 1)2 has now repaired its 
faulty sails and is running at almost 
full speed. 

y\V\yi had notorious speed 
prohlems a while hack, hut the 
problem * as finally tracked down, 
jnd the de hugging lilerally took 
ahtiitt ten minutes. 

Nnu commands are acted upon in 
seconds, and Simon Dallv, [hiss of 

tare writing the 
game, says t hat f urt her speed 
increases are imminent, 

Hopefully in a few months time, 
HLU2 will have changed \w\*\m\ 
rrt/rifnition into the world's 
foremost mulli-user 
fame. 

Real is ins the 
meets* and 
potential of 
Mil), the 
Ameri 



network, Comp-C-Sene, which runs 
on approximately tilt mainframes 
will shortly he opening M I'D, 
licensed to them from USE. 

IM.MiK. which stands for 
Interactive Mult i -User Adventure 
Gam* Environment, is another game 
lh:it is quickly training new 
members. 

As in MI II, the aim is to pet to 
Wizard. 

However, in J MACE when you 
SAVE, you keep your weapon and 
armour, and when you re-enter the 
:*ame you appear faun * here you 
left on, ant: not at the start as in 
Mil). 

If you have laboured long hours to 
battle your w ay past hordes of evil 
beasties, then heir-p ahte to quit and 
re-enter I he game from where you 
left off is a blessing. 

In this IMAGE retains some of the 
features of normal adventure games. 

On (he other hand, if you are 
(rapped in a mom with a Dragon, il 
would he nice to be able to quit and 
re-enter from a different location 
rather than face almost certain 
death by being sc orched to a cinder 
In the whim <if mi me u near i n e heast . 
Still, it's all in (he spirit of the fame! 

Wizards in IMAGE can also create 
their own rooms, and will in the 
future be able to add their own 
mobiles, puzzles, and treasuresto 
these. 

If the module is good enough „ it 
may even be added 1o (he game. I 
have created a series of three rooms 
called Hell in mine. If I see a 
doinj 
somel hi n i 
that 



I think is particularly nasty or evil, [ 
summon him to Hell. 

Erom here he must type "Zaphod I 
repent" to re-enter the £ame. 
otherw ise he will he incarcerated 
forever! 

These arenas as they Lire called 
can also he used as duelling grounds. 
Take two players, dump them in a 
simple maze with about '£& locations* 
and hide two weapons somewhere 
(herein, 

Then you let them battle il out to 
the finish, the victor being suitably 
rewarded, and the loser losing his 
life! 

Never forget that a Vr'iz can help 
you, or hinder you, resurrect you or 
kill you at their whim, so it is best to 
stay in the wizzes' gwid books, 
because they generally keep a 
black-list of abusive, annoying and 
particularly violent players. 

Micronet are also working on a 
MUG, developed from a tame railed 
Shades which is quite similar to 
MI D. Contact Mike Brown at 
\ Micronet on 01*278 3143. J 1 




WHAT VOl 
NEED 



r » 



i vers 




■■PI ■ 



t 



• If you want lit play a multi-user 
game, you'll firstly need a modem 
that can handle 1200:75 baud. These 
can be picked up for about £70. 
Phone Modem House on 11392-213355 
for details on modems and software. 

Voull also need one of those 
'i n- phone 1 sockets tha( HT will rip 
you of for about £15 to install. 

Charges ranges anyw here from 
%'hour to £2.0Q/hour depending 
which game you play, and how many 
credits vou buv. 
CONTACTS 

t Contact MUSK on 1 173 for 
information on MIDI Contact 
I ompunet on (11-965 8Wft for detail* 
on Compunet MCI), and contact 
Paul Chapped at Viewdata Systems 
on 0935-22221 for details on [MAGE. 
GODS does not have a contact phone 
number. You can play Mud on a 
demo at if you have aSiHMW baud 
or a 1200/75 baud modem on 1 11-99 7 
9433 and 01-998 8899 respectively. 
The I.D. is M IDG AMES, the 



PROSPECT. 



There's a bitter and bloody revolution 
groins on. Intrigue, plots, counter-plot 
double-dealing, murder rind mayhem. 



If you're not 



revolution, it's because you're not 
caught up in Micronet SOO's Starnet. 



To describe Starnet as just a 
computer controlled galactic 
warfare game would be less than 
adequate. The computer is not the 
enemy. You play against other 
pen pie — around of them at 
the moment — w ho are hell -I* n t 
on domination, exploitation or 



The ships move directly from 
star to star, They can 1 ! stop in the 
intervening empty space. Travel to 
;i friendly star arid you will 
automatically lake pari in its 
defence if it's attacked. Travel lo 
an enemy star, you will 
automatically attack it. 
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EACH GALACTIC ROU IS A LINE OF 7 STAR 
ESECTORS. THE 3RD DIGIT IN A SECTOR'S 
NUMBER REFERS TO ITS COLUMN E AS TRUEST 

EY IN THE LAST DIGIT TO GET 
TRAIGHT TO THE MAP Oh 7 HE SECTOR 
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when there was no Emperor, the 
Imperial Computers will decide 
the course of the Imperial Fleet. 

When — or rather i f — you are 
Emperor you will have to specify 
which star and sector you are 
travelling to with your Throne 
Ship two turns in advance. 

Thai, basically 1 is the game. It 
does, however, provide a vast 
scope for various strategies, form 
or break alliances, cheat or 
plunder. But it could come down 
simply to this: terminate or he 
terminated! 

Starnet was originally designed 
by Mike Singleton, the man who 
hough t you the Lords of Midnight 
and Doomdark's Revenge. But it 
proved too complicated to 
administer and was taken off the 
Micronet database. But the 
.software was then re- written for 
the BBC by Micronet member 



just plain survival. 

The power plays range and rape 
over a gFilavy which has been 
divided into 313 sectors, forming a 
7 x7 x7 cube. Each of these sectors 
conlains nine slars r That jjivesa 
total of 3. IW suns in all. 

To play, you have to be a 
subscriber lo Micronet Sfltl, the 
Prestel -based co m muni cut ion, 
information and telesoftware 
network. To enrole (br Stared 
costs another W pence and each 
mote costs 2rt pence, 

Vou are then stationed in a 
part icu lar star .sector under your 
Star Captain code name which 
identifies you and your ships for 
the duration of your survival. 

At the start you have one 
command ship and a number of 
ordinary ships. Lose the command 
ship and the game is over 

Each sector has a map giving 
(he name, type and position of 
each star. The map s "b" frame 
has details of who ow ns I he star, 
their starships. their wealth and 
battle record. 

From now on how you decided 
to act or move is up to you. 



Battles al a star art a I u ay - 
decisive. The Starnet computer 
1 afces many factors into account 
when calculating the result. 

Money is very important. 
Galactic Stellars are acquired by 
tEivinu conquered stars and 
through investment at a Trade 
Star. 

Your objective is to build up 
enough power and influence to 
sieze the Imperial Throne ship and 
become Emperor. 

Once you are Emperor and in 
control of the Imperial Fleet you 
must keep that power as long as 
you can! . . . 

The longer your reign, I he more 
famous an Emperor you will be 
and all your moves will be free of 



The Throne Ship continually 
t nu rs the galaxy, collect i ng taxes 
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likely to begin with — you eeaseio 
exist in their game. But you can 
re register again the next day." 

The players are drawn from a 
wide spectrum of people — from 
the murderous to the friendly- 

The current Emperor has the 
code name Jcmal. He's a general 
practitioner from south London. 

But whether he's still in control 
by the lime you read this is 
unknown. 

How would you Ike lo Iry your 
hand al survival in therou^h, 
tough, cut-throat world of 
Starnet? Interested?. 

What we want you to do is come 
up with an idea for a new 
i Attract i ve game which could be 
run on Micronet, 

The person u ho comes up with 
the besl idea will get a year's free 
subscription to Micronet plus free 
registration to Starnet and 51) free 



10003090a 



■ 

_■ m _ m * 



Imperial Fleet which accompanies 
it, 

Thecal aclie News page carries 
leaked details of the stmigl h of 
the Imperial Fleet and which 
sector it will he visiting ne\t! . . . 

Al the beginning of the game, 



TfctE GALAXY IS A ?x7*7 CUBE OF STAR 
SECTORS THE I ST DIGIT IN A SECTOR ' S 
NUMBER REFERS TO ITS UP^DOUN. 

<Tyc4& ^ 3-digit 5<-ttor no to go .th«rM 

Goto S for GAME GUIDE 



I-awrence Kirhy and Starnet was 
3onn hack up and running, 

Micronefs Technical director 
Mike Brown says: "The central 
computer acts as a moderator, or 
croupier, but Starnet really exists 
out there — on the network. It's 
all done via Mailbox and Starnel 
Chat line and this is where 
alliances are forged. 

"All of it is intrigue, plotting, 
lies, fighting and blood — all 
plotted by the Star Captains 
themselves. It's a continuous 
game, 1 f you get ki 1 1 ed — whi ch is 



And if the idea is taken up and 
used on Micronet you coulri be 
onto a nice little earner . . . 

Send your idea together with 
the printed coupon to Starnel 
Cum in- 1 i t ion . Computer + V i tlei i 
Games, Priory Court, 30*32 
Farringdon Lane, London E3C1R 
$AU f The closing date for the 
competition is September HSth 
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SALES 01-379 6755 
01-240 9!B4 



COMPUTER GRAPHICS LTD, 



PECTRUM 48K-< COMMODORE 64, 1 2S AMSTRAD SCHSFIDFK 



Kirel is the cute little hem of the game of 
the same name. Ideas Central has mapped 
out the first nine screens, with the help of 
Addictive Games, and given clues to help 
you battle through. Enjoy it! 




•Screens 1, 2, Sard 4 are all in 
teach mode, m the secret is to 
practice, practice, practice, 
ft Throughout the 71 screens you 



will come across invisible walls and 
Sub-terraneous transporters — these 
go under the pyramids to the floor 
and ultimately to the exit. 



Screen 1: You only have to collect 
the bomb then head for the square at 



the back which is flashing, This wil 
lead you through to screen two. 





Q. 



Screen 2: You will see a row of 
bombs at the back right hand side. 
Run along this line, keeping the 
joystick in the same position, You 
will drop oo wn to the next I ine. 



Collect the last bomb, but watch out, 
as Kirel can fall down here and 
get stuck. When you have the bomb 
run back along the back edge of the 
board, anti -clockwise to the exit 





Screen 3: Build steps with the 
blocks. This will enable you to reach 
the roof. Go diagonally across to the 
right hand comer, come back one 



square and remove it You will fall 
through lo the cube underneath, 
which if you land on it will break 
down the structure. 



Screen i : On th is screen t ime is 
working against you. Use Kirel to 
jump onto the cake and use this to 
gain access to the block at the 
top- fell hand side. Keep the top 
block. Go quickly to the bomb. Don't 
side-step and don't stop to collect 



anything else. 

Take the shortest route and go 
back to the exit door at the bottom 
left-hand side, ( limb on to the top ( 
the block on top of the exit and 
remove this to activate the exit to 
screen five. 




Screen 7: Take Kirel and gather 
single blocks to build a staircase up 
to the level of the first bomb. More 
Kirel onto the circular transporter. 



Move over and defuse the bomb and 
then use the transporter to return to 
the staircase, you must then pet 
back to the exit. 



Screen 6: Out of the nine screens 
mpped here, this is the mo*6 
important Kirel must keep a block 




in hand at all times. Otherwise he 
will find it impossible to climb up in 
the bombs. 



Screen 8; Rotate screen through 187 
and use blocks to build a stairwell up 
to the level of the blocks. To build a 



bridge press 4 V and [hen cross to 
reach the other bomb, Hack track to 
the exit way. 




Screen 5: On this screen Kirel 
must go and collect the bomb — 
quickly. Once he has collected the 
bomb, rotate the screen through 180 



degrees. He must then collect the 
hlcK'k and climb back down the steps. 
Move Kirel across to the exit steps 
and you will pass through to Screen 6. 



Screen 9: Climb up and then go back 
down one block and this will help 
you gain access to the transporter 
which subsequently leads you from 



bomb to bomb, To reach the exit, 
climb on top of the collapsible block. 
And that's all the help we're givihf , 
The rest is up to you! 
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Ever played right through a game and been 
REALLY disappointed by the end of it all? 
Bet you have. Well, here's your chance to 
get one up on the programmers b 
them just how you'd like a game tbfi 
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Mikro-Gen are the r 
chance to fit a finale to 
Strike Force game* It's 
Special Air Services re 
tough training. The arm _ 
complete six special missions. 

We want YOU to come up with the se 
and final mission* Jk 

• Mission One is the raid on the 
A terrorist group's training centre has oeen 
located in a remote farmhouse. There are 
woods and open fields surrounding the 
farm. It is believed that there ore seven 
people in the farm. Your task is to take the 
farmhouse and secure the a 

this location. 

Mission Two is the researt-. 
oblcshmem. It has been infiltrated by a 
terrorist group who are demanding the 
release of fellow terrorists held by the 
military. There are 25 to 30 terrorists i 
block. There are T5 hostages being held in 
the building. Your job is to secure 
building and hostages and capture or 
destroy the terrorists. 

• Mission Three is the oil tanker. It has been 
taken over by terrorists. The tanker is full of 
grade one oil, holding about two million 
gallons* Your task is to stop the terrorists 
carrying out their threat to blow up the 
tanker in the Panama CanaL 

• Mission Four is the airport. Terrorists 
have managed to take control of the air 
traffic control tower at the world's fifth 



You are going in to bring him back 
"*er the cost, 

on Six is the Embassy. A seige has 
g going an for 39 hours. Police have 
i trying to defuse the situation but the 
terrorists are determined, Shots have been 
heard but the terrorists say that all inside 
are safe. Demands have been made an 



X deadlines are due to run out in just under 



nine hours. You have try and defuse th 
situation before things start getting na 
• The Final Mission is, , , all up to YOU! 
Mikro-Gen want you to design a scenario 
for the seventh and final mission* 

Please give us as much information about 
the mission as possible. The location, how 
you see rooms, buildings, surrounding 
countryside, fitting into the mission you 
want the Strike Force to undertake. 

Don't forget to tell us the strength of the 
enemy or terrorist forces you are up 
against and— if you like — the 
personalities of the terrorists involved. Are 
maries or freedom fighters? 

jverything down or 
board including the 
should be 
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largest airport. The Strike F 
called in to take back the control tower 
before any harm is done. mm 
• Mission Five is the hospital. The President 
of Outer Mizzi has been injured during a 
civil uorisinq. The country is now und< 



rebef rule. He is bef ieved to be in a 
particular mountain hospital under guard. 
Before the uprising an agreement was 
made between the President and the 
Government 6f your country. This meant 
that he would take up exile in your country, 



they mercenaries or 
You can either wri 
provide us with a < 
"lie details yo 
led. 

The winning entry will have his or her 
scenario actually built in to the finished 
Strike Force game which will be on sale 
before Christmas. 

The winner will get a replica of an AP 74 
semiautomatic rifle and the two 
runners-up replicas of .44 Magnums. 

Interested? Then rush your entry to 
Computer and Video Games, Strike Force 
Competition, Priory Court, 30-32 
Farringdon Lane, London EC I R 3ALL 
Closing date for the competition is 
September 1 6th, normal C+VG rules apply 
and Mikro-Gen/C+VG fudges' decision is 
final. DON'T forget to include the entry 
coupon with your scenario. 

1 C- VG/MIKRO GEN STRIKE FORCE 
I COMPETITION 

' Name . 

| Address . 
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New Titles coming m cfoily a I b'y reduction 5. Sold on f\r$t como basis. New 
release tittei coming in regula Hy New Mies up Fa £2.70 ofl retail price. Been 
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l/j in Easi I ondan 
Arcade Enter-national i "., p ,_j . r 

Shopptholl, Myrtle Ttoad, London E6 

THIS IS NOT A MAIL ORDER ADVERT ^^^ m 
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(UNDER NEW MANAGEMENT - NEW FAST SERVICE — NEW PfilCESl 
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W~% CUT PRSCE SOFTWARE Unil &. Slort Houm, 

,_ltaJ Rrverw^y, H^rirjw, Esse* CM?0 2DW 

Tel: (0279) 21433 (24 hour ansa phone) or 51956 During Office Hours 
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SPECIAL OFFER — PAf>£ Fl FJOY in E5S0SP Ci&: £6.20 AMS ffi «g 6BC 
All paumenis in Slerhnq Prjftlafje Fp^FtF. m:hy U K CI Tor Euiope 
» d C3 e'st-Ahere oversea a 

r*ifiasc sfindBdE ^riisl Cornp Prat 14.50- Koflu Speefl King t9 9s Revs FWEJiaL ElO 30 

JR Software 

Dept CVG7 76a, Downham Rd, London Ml &BG 
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MEGASAVE FANTASTIC SAVINGS 

SPECTRUM WKjDare&Wirifjll 5.95 liriunder Dl 7.50 

i nil. i',1 7.54S Meoiea-s 5,95 BdukJer Ossh III . 7.5ft 

Elite . 11,15 pSqtMOK 7.50 U'dium D3 6-75 

Acu 6.0CJ Grpn.Ad Crealor 19.50 Kurv Fu Mfislei Dl ?.» 

Kung Fu Master 7.50 Buu<iC*!i 7.5,0 \fttg>n Allanltc 6.75 

Cornmanofi 7.5D Vircf n Allanl c . 5.95 PoOrri 10 5.95 

BackteSKcwl 5.25 Cora E-75 Tw^ter .5.50 

Flpfept'n' WMtftt* T^rwTrax 7.50 Way l*ie Tig*i 7.50 

Tomariawh . 7.60 PyracurS* 7.50 FA Cup 5.95 

.• B.75 Dynamite Oan II 5.9S PSI : "'.»! -<:\ : n 7. 50 

Hi-Jack. 7 50 Afinon RalFex 5.95 Fanlight D3 6,75 

^.jhOii ii-. 7.S0 Mind Store 6 75 SiarSh*p Afrfrcynsda 7.50 

Ar Kurtg Fu 5 95 Sitent Service . 7.50 GreervBerel B.75 

SpitWe 40 ... 7,50 fjfi^rcxi 1 1 B.7S Zzsp Si?^ier&. 7.50 

i Ness SleeJ 7.50 Scntlinej Image 5 95 Tn&>* m 'he Snow 7.50 

Gladtator . 6,75 Tunror &1 Trririn £ ,K. S.&5 C?l*lriEHooN 7.50 

F.stll 7.50 SnrjwChJEan 7.50 Biggies. . 7.50 

Superbowyl 7.50 Nr-iicu-:; 7.50 Tubular BelFs . 5.95 

Fwlermgid MadrK?F>3... 7.50 Toad Run 5.95 Pi^iun n thn Deserl 12.50 

Turbo E&pnl 6,75 Tanlfllgs 6.75 Golf Constructujr' 111 9.95 

Jack 1rie Hipper . . 5.95 Laser Gen-us 12,50 MenvaicT Madness 7. SO 

TtiBBogg-l 5-95 eoOOyBeafing 5.95 Mission AD . 7.50 

Way 01 Tiger .. 7.50 Dark scepiru 7,50 fouchdown Dl 7.S0 

Bomb Jack 5.95 Hamand. . 7.50 Rai&e Titanic 7.50 

FA Cup 5.9S COMMODORE 64 Sptncli?z y Dl 7.50 

ArcadFj C'taiOr 1Z-5Q KrmjhlK o\ 1he Deserl 7.50 War Play 5.95 

HfiAvy cr, Mag<k . 7.50 Germany 1 995 7.50 ICUPS. . .. 6.75 

Sam Fok SfnplM** 5-95 Swfnmer Games 1 1 0 1 7.50 PnceoF Wagick 7.50 

Bflln^n 5.95 Starcuaka 7 50 Popeye 5.95 

HuncJiback attv 5.95 MftrcenaryDa . 7.50 Ghosl 'n Goblms 7.5D 

Paper Boy 5.95 Cyboru 7.50 V D3 7 50 

Mandrayrjrt 7.50 ^cucFsT-ll 6.75 S> : ent Senf*c* D^ 7.50 

Res Fractulus . 6.95 Summer Gamus > Qi 7,50 Cor* 7.50 

Green Bt-rtH 5.95 Winie* Games D' 7.50 Grph Aov. Cr^alor 19 50 

Pnce ol MagicK 7.50 Atroiet Di 7.50 Cau«ronll 6 75 

QuaiAiron 6.75 Who Dares W.-ns. 6.95 infilFrar-or Disk 12.50 

Bounde* 7.50 CofnmaiirJo 7.50 Parfliaic 6 75 

Bc4ham& CftCke-1 5.50 Mercenary II 5.95 An SludiO 12-5CF 

Biggies 7.50 GameMaKer.. 12.50 LaserGenius 12.50 

Sirikfr Fo*ce Harner 7.50 Mugsy s RBvengEi 6,75 Altered £go Di;w 19.95 

Al*n Hic^tway 5.95 ROC< * Wrestle tn 7.50 Shogun D3 7.50 

Spindly 7.50 SrJo Fitghl II Dt . . . . 7^50 N<th%jS D'J ?.50 

I.C.VPS 6 75 W?jm.-.ii, ;irR.-i 7.S0 TauCstiDS 7.50 

C.vr 7.50 Hunchbac* adv 6.75 Kfl iffl G.jmes. D5 6.75 

Dragor»sLair 7 .50 Desert FflxDl 7.50 Time Trax 7.50 

SlarslrAe II 5.95 Trap 7.50 F^erjel Planet Dl 7.50 

"V" 5-95 Harrtnall D1 . 7.50 LeidertJOdrd P1 7.50 

Gnosl n Goblins . . 5.95 Dragons Larr ... 7-50 Sftmantha Fok . . 7.50 

Theatre Europe 7.50 Crusade m Europe 11.50 Balman 7.50 

Postage inckidftd UK. Please stale MMhicn micro. Fasl service. 

Send chequaPO lo: MEGASAVE, P*pt CVG, 49H Sutherland Street. Victoria, 
London SWT V4JX 

WAil QRQER ONLY: Send tor FREE hsl Amsrratf. CT5 MS* 

D Disks Available. 01 *f rfJ.SCF, D3 at £10.50. 



SOON, GAMES AT THE 
SPEED OF LIGHT.... 
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AN ALLAMARMINGLY AMAZING COMPETITION ! 
Don't throw il away! That's our message lo Vii 2(1 owners every where: 
We've got 20 copies of Llaraawft's amazing Viva Vic! compilation to 
giveaway to ail you lonely Vicsters out there. \iui Vn I is a collection 
of fd t M;nit r\ classic early games — including.4fo/i/rfor, 
Gndrunner. MetMpkctk Llamas imdHellgate. This is an offer no 
self respecting Vic owner should refuse. It's even worth trvingio 
remember who you sold your old Vic to just so you can enter. 

All you have to do is write a witty caption that fns ihe picture of The 
Beast on this page. Something like, "If y ou do that again I really get 
the hump! or I his i.s \ uurearli morning ALLAMA tall." OhDear 
—Ed) 

We're 51' RE you fan do k- tier than thai. Can't vuu: Well look 
forward to reading the entries you send lo Computet and Video 
Games, Viva Vic! Competition. Priory Court, 30-32 Farrin£don Lane, 
London EC] R 3AU. Closing date is September 16ih, normal f : + VG M 
rules apply, and the editor's decision is, as usual, final. » ^ 



C - VG/LLAHASOFT VIVA VIC! COMPETITION 



Address 



Age 



My Allamar mindly funny caption is: 



• MICRO ADS 



ATARI 400/600/800 XL XE 
OWNERS UTILITIES 



ON TAPE AND 
DISK. ALSO DISK 

DRIVE 
ENHANCEMENTS. 
FOR FULL LISTS 
OF UTILITIES AND 
GAMES SEND 
LARGE SAE 

Mail order only. 
Seven days defrvery 

STOCKSOFT 
15 WOODBROOKE ROAD 
BIRMINGHAM B30 1UE 



HINTS— POKES— MAPS 



'■Stunting V*Ibf" — Tup.y Br.dflt , 
PvmUi nijilj II | W«ldy 
The niNrhlv tLkCdiHMi*,.. t+cked with bja pakci hiwt ns^,. 
siMiiritiru, ao^ip Liren tentm, ncroc*«niwre. phz much era t if 
Aavcruui*i(.Ji*nilh'>ik iCSM'SreC 1 ... » 

C I* ftua 4 Windhoek clO? 
Araiud Hihii[>-jr> j- 1 .y 

EBC HuiOboak EIOG 
Commodaa i B* \&\ Arr«Jt FEuk&ooJc J | » 

Sfmci j'4iii H4 iM> Arcade Handbook l I a 

□r tnf tfn r*Ticj >*£df lakv k4*4T4>ae ol cui ruQucDd *tb 
Bcnpjnn raia; 1 *khjs li. t issum Ei mi :2 Wii** i-J v. 
5tnd che^ua M P.O ip OfcO Service* <CVCi. 
Aalhron OW R-Md. HJ.jh T r Dp-npkaw. 
MukcfcHitj, Ml! UCTelWl-llOiH* 



FREE MEMBERSHIP SOFTWARE HIRE 
• VIC 20 * COMMODORE 64 * SPECTRUM 

Send an sa^ for your hirekiT to : 
VSH (CV), PO Box 65. Nottingham hG 1 
Plcasesiate which mtcro 



ATARI 400/600/800 XL 
SOFTWARE 

We fidv-e all round sn-imrsigfi ijH clijlv Liisaellfs 
ca*1ndrj» FQft HiRf Apply itnw -and ni»e vuur (ir*( 
g.imes1<*if Around I.OOOdilfe-'enl rcngin.i! drlw-i F-n 
diTifi'.f. &£nrj u'sJe 1 itj-mpec 1 a.trtnrssed BrJWtfftfM 
teltjrirjric evening* 7jvn l0l>"i »' wvtflenda 

LOW ATARI PRICES 

tflW DISC rm.vi [)31 90 :m> ' - 
1 3D Kti f I 77 SB put Urn 
1 SD i?S ■ 6050 Drirt l»J FJC po.l r H 
Antic »nd Anting mttjlimii ivi lib-t 

BEST QUALITY DISCS 
UflUbeJlad rj.D.iS.5. m.SS for 10 perl Fr*t 
199 95 for 1M pan r rH 

SJ fH 95 V I D pair. U+* Ilsub't ,srn T i' t 
Mamai*! JV ditci SS 0 0 Bo**» pf ID [2S 9? 
1DSD Hippf f nHjnMr**n<i wil* iull dautli n*n»ivp 
Mrirp Mmd in« cnr»j>ictm* i t4J 9t p*tl trail 
GAMES 1 SOFT WAftf 
Dipl UV6, 3* Ti»un Hflt*J. lh»rm Y clou 
Su*a*rl*nd 5R3 flPO Til: DTI3 2H3M 



THE COMPUTER DEPOT 

205 Sutbonana Street 

Glasgow Gl 2JZ 041 33? 29 AA 



UK SOFTWARE EXCHANGE 



Swap your used software. Free 
membership. Huge program base for 
'he Spectrum and Commodore 64. 
Send sa.e for fast response 
and detatis to: 
UK Software Exchange Club (CVG). 
15 Tunwell Greave. Sheffield S5 9GB 



ATARI 400/600/800/800XL/XE/ST 



Why nw ujmp.limeif'1 rh^ cji firiiosi iiwrtU COftipvtett on Ihe mdrktji t)y oe^ljinnitf ir.i-'ii.r--- | 
Air ihe- MIOUAND GAWES LIBRARY Frte gre.jf^r n^>-.-: .mcf best Atat . Club on 
(Ik> market. 

HOW nicer fwraling ST soflware into our stock*. 

MIDLAND GAMES lIBHAflY; The enmpa^v wtitj neiiiiy 4 lir^fdm -'^ ■ i !■-■ 

tCtea Of n sofiware iitira^y 

New civer 1 400 lines on tjisc fttsselte and Rom i.^mns. Dusin&ss. wlucdiifjn iinri utiiitiu^i 
Oftfin purchasirtg pcpular programs- in muMiplf ^ nF r v <; Or m give oil cur .Tie^it-^r? • 
chaice. Aiwa/s adding .ippioiim^rolv 40 new prrrjrfliTi-< mc-lK v 

AppfcWKhinfl E.00O very salisf.ed rnemrbers .nany h* [W I) i ■ keirtprl ^MflB^a West 
Germany Kolland DerimarK and Emtt 

A ^aa1 erlicuj^l dr^J Inendly service csperaling a compulpii/fd rSjfStfjBjffi fu ^fep ffflT* ■ I al 
ynurjucords. Requests are attended 1& immu<iiar<?iy vilually a=,f _;ring y.vj ,i 24 tvour s^r.jin 
d wrvme Regular ftewslenBrva^d programme uf:.j,m ; > fjliis nMiur m|»?r-Llub aclivir'L<£ 
Jmpor/jnr. Midland Games Library ar* in nu way; conneded v*Hh or rts.puniitil« 1<jr 

Midland Computers Ltd. o* Worcester 
SEND LARGE S.A.E. TO. 



MIDLAND GAMES LIBRARY 
4& Readway. Bishops Cleeve, Cheltenham, Glos. 
Td: 0242 67 4960 9,30-4.30 
AH our i [• i i i ri I- -, are opiymdli uwiih Fun documeniAu'OMi 



MIDLAND COMPUTER LIBRARY 



' ^^'K^^^ 5 •Si*'! h3J h ,K ,Dr IN COHVODOflE. SPrCTflUM. BBC 1MS1R*D 

ATARI. MSK. ELECTRON. iflM and APRICOT 
' ARCADF ADVENTURE EDUCATl(lft|AL and BUSINESS 5DH*irfl Stxa 
' HsRE PRICES 1rpm only 75p I NC P4P 
" 20^ DISCOUNT ft1l all flurcflaEFj vflrnw? 
' FREfZ HINTS AND TIPS 

' FAST RETURN OF PDST SERVICE (fl feser.ta are gweni 

ALLi^Ar/ES -narnjlaclures OHIGINALS Fyll dOCuirlcnial-m 
' (MP 1?-0OCisatiSrifirJ members 

E'v ^OPE ftN Tenbe r s we •££ ; i'n: 
' Uft MErnbership Da .00 . Yaur lirsl lape 1> :e d Uw to Ine value or £1 25 

Fuliv MmpuKriuB system keefla l^ck 0 r yowr orrjfir Wf pnrJe du r»lves in being 1ttfi ffWSI 

crdEE^nai Hire tibrajy in tne United Kingdom, witti siatf oi 14 wflo feiow whai sim *crrd service 

mea ns B atkEd by pur o*n soMwarc camrjany gnrj prCflfamrrTrs 

Ml D LAN D~C OftlPliTERTi B RA R y7 28~C^g7st^e&l 

Tel: 3905 611072 mmm 

Pen=.e rvtft me my ri^catai^ ptating machine "gj 
Nh/iuc 

Addntss 



Wfjrcestef WR1 2LS 

E3 



Atari 400/600/800/XL 130XE Atari 520ST 
Commodore 64'Vic20/C16/Plus 4 
Spectrum B BC/Amstr a d 

Hardware Software Peripherals 

Mediatech 5 Va Discs (SS DD) 11.95 
Mediatech 5 l A Discs {DSSS) 12.95 
LOCKABLE 100 DISC BOXES 9.9S 



E3 



400/806 



XL/XE 



LOOK 

ATARI OWNERS 



NOW 



ST 



Are you havmg difficulty finding suitable? software. If so, then 
loo* no further. We have available for both hire and pur- 
chase one of the largest selections of both UK and American 
titles to choose from. Games and Utilities for all ages. 
Hardware and add-on utilities at discount prices and special 
deal? regularly being offered. If you would Nke further 
information please send a large s.a.e. to:— 

CHARIMWQOD PRODUCTS AND GAMES 
30ft Warwick Avenue, Quorn, Loughborough 
Leicestershire L£12 8HD 
, Tel: 0509 412604 



PHONE OR WHITE FOR PRICES 

LIVINGSTON COMPUTER CENTRE 
17 THE MALL, CRAIGSHILL 
LIVINGSTON, (0506) 36978 

POSTAGE £1.00 
FREE POSTAGE AND PACKING ON ORDERS OVER £20 

Callers Welcome 



DISCOUNT SOFTWARE 
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OISCOUNT SOFTWARE 120 LORD STREET HODDESDON 
HERTS., EMn flNP TTt FP!-<ONE (0992) 44152^ 



Here we have the competition results from 
the May and June issues. 

SOUTHERN BELLE 

Jason Ramch urn, London. David Wilson, 
Surrey. Ewan Brooke, Sheffield, G J Paul, 
Dorset. Simon Smith, Sheffield. David 
Connor, Liverpool. Barry Martin, N Ireland. 
J M Learmouth, Swindon. Nicholas Thrope, 
Notts. Sabu Felix, Middlesex, 

GOLF 

Ian Moria, Ascot. Darren Broughton, 
Houghton Regis. James Blowden, Devon, 
Neil Wallace, Lanes. Graeme Johnson, Tyne 
& Wear. Paul Lucas, Herts. Stuart Innes, 
Fife. Scott Griffin, Gwent. Scott Davies, 
Worcs. M Whitby, Essex, David Greenwood, 
Lanes. Jason Marshall, Swindon. Jason 
Hogan, Birmingham. Mr P Hogg, 
Portsmouth. Mark Bond, Walton. Kin I ak 
Tsang, Northampton. Craig Meiklejohn, 
Glasgow. Richard Walker, Dudley. Howard 
Roberts, Hastings, Karl Dodd, York. Mark 
Bagshaw, Staffs. A Key worth, Hulk 
Nicholas Snape, Cheshire. David Nowik, 
Nuneaton. Andrew Hartley, W Yarks. David 
Hall, Dover. Ian Airey, Hull. Matthew 
Hassall, Chester. Shaun Blake, Gloucs. 
Philip Sayegh, Dubai. Trevor Cobbe, York. 
Craig Lovelace, Norfolk. Tony Salt, Warley. 
Paul Greenough, Manchester. Reg Burns, W 
Midlands* G Pole, Mersey side. Stephen 
Nical, Edinburgh. Stephen Wicks, Herts. 
Simon Williams, Dyfed. Graham Delia, 
London. Paul Roach, Derbyshire. Simon 
Warner, Devon. Marc Holland, E Sussex, M 
Roberts, E Sussex. Paul Effinton, Notts. Lee 
Hodgson, Glos. Kevin Steer, Cornwall. 
Richard Downer, Essex. I S Munslow, 
Derbys. Andrew Paynter, Clwyd. 

TAU CETI 

Tom Williams, Avon. Phil S Irish, Shropshire. 
Anthony Hughes, Shropshire. Simon Watts, 
Berks. Martin Smith, W Midlands. Andrew 
Rahaman, Surrey. M Priestly, Lanes. Steven 
Hirst, Notts. Neil Curtis, Gateshead. Martin 
Peverley, S Yorkshire. Matthew Reed, 
Surrey. Philip Wrighton, Leicester. Adrian 
Tanner, Germany. Sam Roods, London. 
Stuart Brown, London. Richard Sueiras, 
Hants. Steven Divers, Kent. David Baker, Nr 
Sheffield. John Chadwick, Cleveland. 
Andrew Man, London. J Singh, Shrops. 
Kenneth Banks, Glasgow. Ian Cook, 
Suffolk, Jamie Sunderland, Bristol. Ben Jelf, 
Derbyshire. Alex Muir, East Kilbride. 

BIG CAVE 
ADVENTURE 

Xavier Pick, York. Ben Holland, 
Merseyside. Angus Lee, Aberdeen. Jade 
Davey, Hackney. Gary Smith, Beeston. Clint 
Evans, Gent. Jonathan Mitchell, 
Bournemouth. Daniel Green, Radlett. Mark 
Puddefoot Eckington. Lucie O'Brien, York. 
Kari Voorinne, Finland. Andrew Paynter, 



Wrexham. Darius Heydarpour, Holland. 
Samantha Jones, Wallington. Paul Burns, 
Liverpool. Lee Pentith, Anglesey. Richard 
Thomas, Gwent, R J Walker, Belfast. Paul 
Ullathorne, Goole, Rhys Carnall, Leicester. 
Jimmy Lui, Dublin. Michael Andrews, 
Cardiff. Christopher Waite, Chelmsford. 
Owain Jones, Hampton Hill. Mark Wilkins, 
Walsall. Matthew Hopgood, Banbury. 
Darran Joynson, Wakefield. Jason Stobbs, 
Southport. Michael Atherton, Wigan. Neil 
McNknoll, Londonderry. 

CHESS 

R Davidson, Birmingham. Steven Garner, 
Cleveland. Kerry Overington, W Sussex. 
And rew Phi I pott, Herts. Gary Smith, Notts. 
Caroline Middleton, Sheffield. M Schultze, 
West Germany. Robert MacCallum, Norfolk. 
Martin Smith, W Midlands. Talib Yousry, 
Aberdeenshire. Stephen Pottage, York. 

ARCADE CLASSICS 

C Selwa, Cheshire. Philip Butler, 
Nottingham. Aaron Ferris, Belfast, Lee 
Huggert, Huddersfield. Jeremy Little, 
Bristol. Paul Prichard, Clwyd. Alistair Hope, 
W Sussex. Jonathan Biddle, Suffolk. Robert 
Milner, Newcastle upon Tyne. L 
Montgomery, London. Martin Harris, Staffs. 
Graham Jones, Shrewsbury. Edwin lyawe, 
Surrey. Andrew Tinning, Harrogate. K 
Murphy, Fife. Matthew Macay, Gwent. 
Darren McSherry, Kent. Martin Bessefing, 
Nederlands. Jon Tipper, W Midlands. S 
Kennett, Kent. James Hinchcliffe, Hull. 
Robert Woolley, Cheshire. Nigel Griffiths, 
Gwent. Philip Askew, Staines. David Lalor, 
London. Antonio F Candeias, Portugal. 
Mark Curley, London. Mr C Rogerson, 
Shropshire. Kwai Lam Li, London. PA 
Hariot, Holland. Noel Bafley, N Ireland. S 
Bacon, Suffolk, D Pin km an, Merseyside. 
Vincent Campion, Ireland. Kevin Chitolie, 
London. Jason Caro, Cardiff. Amar Shah, 
Essex. Dave Harry, Lancaster. Philip Wilson, 
S Yorkshire. Andrew Jfejika, Glasgow. Carl 
Fraine, Manchester. M Bredesen, Leeds. 
Nigel Ferris, Cornwall. Stephen Lewis, Nr 
Bristol. Jon Bond, Cleveland. Mark Haines, 
London. John Leray, Cleveland. Paul 
Wadsworth, Kent. Jarle Olsen, Norway. 
Allan Brown, Birmingham. 

BATMAN 

Simon Wren, Hants. Lay ton Parstow, Bucks. 
A MacDonald, Essex. Christopher Fraser, 
London. Gillian Sparks, Lanes. Stephen 
Milner, N Humberside. Antonio F Candeias, 
Portugal. Mrs C Moore, Sheffield. Jonathan 
Hallo well, Cheshire. Mr A J Bruce, 
Middlesex. Gareth Deynon, Suffolk. Steven 
Walton, Wallsend. Mrs C Middleton, 
Sheffield, Alvaro Ciglia, London. Burak 
Babacan, Turkey. Perry Krell, West 
Germany. Martin Koof, Holland. Vibio 
Vincenzo, Torino. Michael Wong, Cheshire. 
Per Fischer Olsen, Denmark. 





venture. It's What You've Come 




£7.95 



£7.95 



Available now for Commodore 64 and 
Spectrum 48.128 and available soon for 
A/nstrad. 
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Arc a do Action gets Into gear 
once more as VO's Clare 
Edgeley road tests Atari's 

latest racing game Super 

Sprfnt Iff * She also revi. 

Atari's Road Runner a 

based on the famous T. V 
cartoon. 
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BY ROBERT 
SCHIFREEN 

Hi there! Extra Bits is back 
with a round tip of aD that's 
new in the world of hardware 
and peripherals for your 
micro. If there's arty type of 
add-on that you'd like 
reviewed here then drop me a 
line care of the magazine. 
Also, if you've spent your 
hard-earned cash on a product 
that you now think was a waste 
of money, use this page to teH 
the manufacturer just why you 
don't think much of what 
they're producing! 

REAL 

SOFTWARE 

The most unusual attraction at 
the recent Beeb show was a 
special printer ribbon that lets 
you design and produce your 
own iron-on transfers for 
t-shirts and other clothes. 

It looks just like a normal 
Epson ribbon, but contains 
special ink, What you do is 
design a picture on your micro 
using, say, AMX An, then print 
the design on a sheet of paper 
using the special ribbon. 

Then, you put the printout 
on a T-shirt, handkerchief etc, 
and iron over it. The image 
gets transferred to the cloth, 
and it won't wash off. 

The ribbon contains black 
ink and costs around ten 
pounds. If you want to produce 
colours, there are special pens 
available to colour in the 



Contact Banbury Business 
Computers on 0295 7208 1 3 for 
more details. Business 
computers? So that's what 
business people use their 
micros fori 

C64 MUSIC 
EXPANSION 

Walk into just about any 
computer or hi-fi shop at the 
moment and you'll usually find 
a crowd of budding musicians 
around Commodore's latest 
offering. The Music 
Expansion System is a full 
61 -note electronic keyboard 
which turns your 64 into a 
pretty soplusricated 
synthesizer. The software 
allows you to write, edit and 
save your own compositions, 
and play them back, The 
interface, software and 
keyboard costs £250 and an 
optional sound sampler is 
another £70, The sampler 
allows you to program the 
keyboard with 
any day-to-day 

sound. So. for 

example, you 

could 

record the 

dog 

barking 

and then 

compose a# 

tune * ■ 

using 
V 



the sound of barking dogs! 

The whole system is very 
well made and sounds brilliant 
— just ask the person who 
kept trying to tear me away 
from it at the recent 
Commodore Show in London! 

YOU READ IT 
HERE FIRST! 

As I predicted in July's G + VG, 
Commodore have launched 
the 64C in America. This is a 
new version of the 64, and is 
expected in the UK soon. By 
saying "soon", Commodore 
mean that they don't want to 
bring in the new machine until 
they've cleared out stocks of 
the old one 

The new machine looks uke 
a with a sty lish, sloping 
white case. The operating 
system used is called Geos 
which, like GEM, uses icons as 
on the Macintosh and Atari 
S20ST. Bundled software 
includes word processor, a 
drawing package and comms 
system, as well as a desktop 
with notepad, calculator and 
dock/calendar. There's no 
ne ws yet on the 3,5 inch disk 
drives that were rumoured last 
time. 



FREE WP FOR 
SPECTRUM 

Saga's range of keyboards for 
the Spectrum has recently 
increased. The latest is the 
model 2001 which uses 
infra-red tight beams to link it 
to the computer, instead of a 
wire. Just like the remote 
control on a TV. So F for £] 19, 
you can use your Spectrum 
without having to sit down at 
the table. If your neighbour 
has a 2001 keyboard as well, 
you could always try pointing 
your keyboard through his 
window and taking control of 
his computer! 

Oh yes, and Saga are giving 
away a copy of The Last 
Word word processing 
program with the keyboard, 
which normally retails for 
around £ 15. Saga are on 04662 
22977. 

COMMODORE 
INTERFACE 

If you're stuck with a 
Commodate 1541 disk drive, 
yon may think that 
Commodore's drives have 
always been slow. Actually, 
that's not the case. Early drives 
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— used on the Pet featured a 
parallel IEEE (as Opposed to 
(Centronics) interface which 
was very fast and, in later 
models, allowed up to a 
megabyte (a thousand K) on 
each disk 

Brainbox Ltd have now 
brought out an interface that 
lets you use these old Pet 
drives with the S4 and 1 38 
machines. So, if you have 
upgraded to a 64 or 128 from a 
Pet, and still have the old 
drive, then this may be what 
you're looking for. 

The interface also allows 
you to link up to an IEEE 
printer, which some 
Commodore dealers may be 
trying to get rid of at the 
moment for pretty good 
prices, 

The interface plugs into the 
cartridge port on a 64 or 128 
and has a through-connector 
so that you can still use 
cartridges even if the interface 
is connected. It costs just 
under £70 and details can be 
had from Brainbox in 
Liverpool on 051 2S0 2500, 

AMX MASTER 
MOUSE 

The AMX Mouse is now 

available for the Beeb Master 
series computers. It costs 
£89-95 and includes a special 
ROM and AMX Art software 
Pagemaker is an optional 
estra. 

Mice are becoming fairly 
popular at the moment, and 
tnany software houses are 
adding the facility to their 
programs to allow you to use a 
mouse instead of the 
keyboard. 

Your local dealer should be 
able to get a mouse for you. If 
hot, call AMX on 413901 
and ask them where your 
nearest stockist is. They 
should also be able to supply 
you with an urMo-the-minuie 
list of software that can be 
used with your electro-rodent. 



BEAT YOUR 
NEIGHBOURS 

If you want to get your own 
back on the neighbours, this 
may be just what you're 
looking for. Cheetah have 
launched a version of their 
Spectrum drum machine for 
the Amstrad. AmDnun costs 
£34.95 and will convert a CPC 
micro into a drum synthesiser. 
There axe eight different 
synthesized sounds available 
with the unit. Different 
versions of the software, to 
provide more sounds, will be 
available on cassette soon. 

The unit plugs into the micro 
and a lead links it to the back 
of your hi-fi or mixer. The 
software operates either in 
record mode, which allows 
you to compose, edit and then 
play a rhythm, or in real time 
mode which allows you to play 
live by tapping the keys on the 
keyboard. 

AmDnua should be at your 
local dealer now, and also at 
Boots and John Meuzies. So 
open the windows wide and 
start playing, 

ACE NOT 
QUITE DEAD 

If you want to leam Forth, it 
may be cheaper to buy a new 
micro than a Forth interpreter. 
Forth, you may remember, is a 
computer language that runs 
much faster than Basic but is a 
bit harder to learn. The Jupiter 



Ace was the first micro to use 
Forth instead of Basic. 
However, the machine didn't 
really take off and you can 
now get the 1SK machine for 
just £125 from Boldfield 
Computing. So, if you fancy 
learning a new language, you 
may prefer to get an Ace 
instead of buying a Forth 
interpreter for your micro. It 
may even work out cheaper. 
All enquiries to Boldfield 
Computing on 0223 61 ITS. 

MORE FOR 
THE AMSTRAD 

Remember all those interfaces 
from DE Tronic* mat 
plugged into each other on 
your Spectrum and made the 
machine about eight feet long? 
Well, they've now done the 
same with the Amstrad CPC 
machines. 

Each of their interfaces and 
add-ons is in an identical 
plastic box which plugs into 
the machine or, if you already 
have one in the machine, into 
the interface. 

If you have the complete 
range, you'll probably have 
difficulty finding a desk top 
big enough to put your 
computer onJ 

The list currently includes 
light pen, 64K expansion, 
speech synthesizer, Ram Disk 
and 2S6K expansion. 

On display in a corner of DK 
Ironies stand at the recent 



Amstrad show was a £60 
adaptor that converts your 
' Amstrad colour monitor into a 
* pretty good colour TV. Get all 
the gen on 0493 803926. 

JOYSTICK 
ADAPTOR 

If your trigger fingers getting 
a bit sore, here's news of an 
adaptor that converts any 
joystick into an auto-fire one. 
Brittania Software's Auto Fire 
adaptor costs £5.95 and, they 
say, works with any joystick 
and computer. 

It contains a special 
program to find out how the 
computer reads the joystick, 
and then makes itself 
compatible. Nifty, eh? 

Ask your dealer for more 
info, or contact Britannia 
direct in Cardiff on 0222 
481135, 

SPEECH FROM 
SETANTA 

Setanta claim that their 
Speech Synthesizer for the 
Amstrad CPC machines is the 
most powerful on the market I 
heard it at the show recently, 
and it really was attracting 
quite a bit of attention. If you 
want to hear it for yourself, ask 
Setanta on 01 733 7014. Oh, 
and Setanta was a legendary 
hero in Irish mythology in case 
you wondered, . , 

NEXT TIME 

In the next gripping 
installment of Extra Bits, ALL 
the news about the major 
add-on launches planned for 
Christmas. And news of some 
Commodore-compatible 
monitors that are a fair bit 
cheaper than the official 
offerings. 
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W^w^"V" OP 

After neglecting the BBC a little, we've found a 
game that looks set to be one of the hottest on 
the Been this year. Jim Douglas has the story, 
And it's all in colour too! What more could you 
ask? 



The tortuous beii of the day wu 
getting to me. Another red-hot story 
in the bag> I wu relating, feet atop 
ti«mlyejmtianaityp«mtef in the 
office. A memo landed on my desk. It 
was culypspe^bwtii carried a lot of 
weight It bore the gold seal erf tb* 
Editor's Office, 

1 read it "Douglas, if " time to 
chec k erf the. BBC World We havenl 
covered it much. Get over to Leeds 
and see what those Superior people 



companies. The mam reason for my 

trip, though, wu la see the tr new 
game, GWa/orce, in action. 

Exclusive Preview: 
GalaForce 

• Machine: BBC/Electron 

• Supplier; Superior 
Software 

• Price: £7.95/ £11.95 
(BBC disc) 
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are up to." 

And that* t haw ft all happened. Tb* 
following morning^ I wu sitting 
alongside my accomplice, C+TG Ad 
inanXhohhy^Wniiaaudiiatiain 
pointing North. 

large 

tin on the noma from! 
wry start Sack in M2J 
Hanson (an connection wit* the 
adventure of the tame name) Bet 
, armed wtth very little 






thei*amelo?a]rytotheB] 
Qeetrai it his partner 

The company ha* grown up a lot 
swt those days ta the dim, distant 
past Ifow thetfre putting the Baal 
toadies to conversions hum other 



Written by Kevin Edwards, the 
game seems to offer all the action 
and violence which BBC owner* in 
mm ta crave. When we 
, the program was nearly 
rted, and looked pretty 
impreedttCaiarofeeisiD 
mould of so many arcade 
!f£t have gone before it. Tm 
r conversion seem* to 
many of its 

led in a small, single-seater 
ship at the bottom of the 
i it 1 * the old "you against a 
1 of alien killers" syndrom*. The 
game draws on many arcade 
machines and BBC games too. The 
closest program to this ts Zalaga, 
trom Aarthrarh which, In ran, drew 
it* Inspiration from Galaga, the 
arcade game. 
As soon as yon appear on the 



sown, dunce* are yon will be 
bombarded by a horde of nasty 
malti-coloared creature*, with very 
little on their eriuniscule minds, other 
than your destruction! Ton are 
granted three men to begin with, and 
these are supposed to last yon 
through the sixteen wave* of nasties. 
Fat chance. Even the extqm^^ 
granted at 20,000 points wool do 
much to help miles* yon pat m an 
awfully large amount of practice. 

The graphics in the game ire 
great. The aliens more at such speed 
though, that its hard to maim oat 
exactly what they look UM Wk 

When the BBC m programmed 
well, it can work wonders. Kevin 
Edwardi hi* writtea me very 
clever stuff in the past, werldng em 
tpedal loader* for cassette games 
and di»c protection. This is hi* tint 
games program that I have seen, 
though. 

There are sixteen zones, each 
made op from a lelection of differing 
aliens and attack waves. In the 
background, hundred* at tittle stars 
twinMe away and scroll down the 
screen, Ton are fortunate to be armed 
with a multi-firing cannon. Ton can 
play with either the keyboard or 




MMbv-B}iMtt[t t the amazing coin-up 
machine which could be found in just 
about every game arcade in Britain. 
Little nine horror* zoom back and 
forth, dropping lower and lower 
every second, Jjjgj 

Green alien* arc around the top of 
the screen, trapping your man in a 
Jail of gunfire s before diving down to 
•mash you to a heaoVost coOhuon. 
After everyta waves, a 
Space-invaders style layout still 
appear. This part is probably the 
toughest part of (he game, Each alien 
take* about five shots to i 
ffltpkding.Thaywark their' 
daws tfe* screen with frightening 
reliahtirtfl 

The program bu been very tightly 
coded. It works in Mode 2. Now, If 
any of yau have tried to write a game 
in Mode Z, yon will understand .quite 
bow amazing this is. For a start, 
youVe only get IZKIefi to work inJ 

A problem that we found when 
usingthe game on a TV instead of a 
monitor was that tie screen tended to 
jump around matte a bit TkJi could 
have merely been owing to the rather 
bartered state of our C+¥G 
communal TV, but if » something to 
bearto mimt The last thing you need 
as you are approaching the end of a 
waveiBtheicreentolnrchirdeUick 
and white and start vertical sewting] 




joystick and the explosions are 
animated, too. 

Of course the game feature* all the 
Qsual features, *uch as flags to show 
how many screens you have 
completed, a tugascore table and 
demo node. 

Alien* are well drawn and 
animated. There is hardly any flicker 
to be seen, and they hurtle around the 
screen at amazing speeds, bombing 
with relentless accuracy and 
frequency, A pleuanl tune tootles 
away while the demo mode mil 
operation, and an inspiring chard hi 
struck as you launch into the start of 
each new ware 

The presentation of the game is of 
averybrgh-ftandard. Some of the 
attach waves reminded me of 



A feature which win please all 
parents, concerned about the stale of 
their BBC keyboard, is that yon can 
simply bold the fee button down to 
produce a continuous stream of Sre. 
instead of having to hammer away 
for hours on end. 

Gtkforwcua hardly be described 
as the most brain-tearing game in the 
world, bat then itisnt sup po se d to be. 
Irs simple to get Into, fast and fun to 
play. HH be in the shops at the end of 
August. 

• Graphics 6 

• Sound » C+ro » 8 

• Value » HITI m 8 

• Payability ^ 9 




WHAT? 

WHO? 

WHEN? 




THECOMPUTERGAMESVIDEOFILMSRECORDS 
TELEVISIONNEWSINTERVIEWSPEOi-LEPERSONALITIES 
H A PPEN IN GSCOM PETITIONS RE LEASESCH ARTS 
THOUGHTSOPINIONSJOKESFACTSFICTIONMUSIC 




WHAT 



WHO 

WHEN 

WHERE 



Bang is the new weekly newspaper for Computer Kids, 
tying the software world of the monitor screen to the 
outside worfd of video, films and music. BANG will be 
aggressive, demanding, numerous, investigative, 
sympathetic, colourful and spontaneous and will become a 
focus for the best freelancers and personalities from the 
entire world of entertainment. 

Specialist Retail Press - publishers of CTW - Britain's Top 
Trade Weekly. 

BANG will be launched amid the razamataz of the PCW 
Show at Olympia on Sept 3rd 1986. 

WH Smiths, Menzies, major news agents, news-stands, 
and corner shops nationwide. 



BUY BANG 
EVERY WEDNESDAY 

from Sept 3rd 
— 40p cheap 



WE CAN BE HEROES 



Met Croucher has always been at the forefront of 
computer entertainment. Ever since his first early 
tinkering* with a ZX8I MeVs productions have 
always been — to say the least — different. Now he's 
pointing the way forward again with an entirely new 
concept. Don V believe us? C+ VG 's editor Tim 
Metcalfe couldn 't believe his eyes. « . 

Ever wished you could play lead guitar with Dire Strain. 
dance along with Phil Collins, knock bricks out of The 
Wall with Pink Floyd or even play the hero in your 
favourite movie? 

If you' ve got a computer, a video machine and Mel *$ little 
Klack Box, your dreams could all come true. Sooner than you 
think. For the past couple of years AM Croucher has been 
working to create the ultimate computer controlled 
entertainment. He wanted it to 
combine real video images with 
computer generated graphics 
and allow YOU to take part in 
events and adventures you never] 
thought possible. 

Now Mel's Idea is a reality and] 
gets its first ptihik showing at 
the Personal Compu ter World 
Show in a month's time, 

The first interactive video 
production from Mel's new 
company, called Scorpio 
Interactive, will combine music 
videos with computer generated 
games. The games themselves 
are simple but remember this is 
just a demonstration of the 
tremendous potential of Mel's 
Magic Box. 

The musicians featured on the first Scorpio Interactive 

production are Dire Straits, Phil Collins, Pink Floyd, Godley 

and Creme, David Bowie and good old Elvis Presley, 

In each of the si* "games" you take part in something 
relating to what's going on in the video. 

The title of these games will be See Me, Hear Me and Touch 
Me. 

For example, in the Elvis track you have to stop him getting 
put behind bars as he sings the classic Jailhouse Rock. As 
David Bowie sings Space Oddity you have In help keep an 
orbiting astronaut alive by maintaining his life support system. 
While images from Pink Floyd's epic movie The Wail appear 
on screen you take part in a serious Breakout game — unless 
you want to become another Brick in the Wail, You help Harv 
and Sal stack microwaves and freezers as Dire Straits sing 
Money far Nothing and dance along with Ptiil Collins as he 
sings Can't Hurry Love. If you fail to keep up with old Phil a 




f 



lung music hall hook appears and yanks you off the '*stage'\ 

How does all this happen? Well it all comes down to the fact 
that you can combine video images and a computer program 
on one very ordinary video tape. You can use VHS, Beta or the 
new Video 8 format. 

The difficult part is synchronising the computer hits with the 
video bits. 

That's where Mel starts working his own particular brand 
of technical magic which, understandably, he doesn't really 
want people to know about just yet. 

If you've seen MePs early bit of computer magic, DeusEx 
Machina, the first and so far only "game" to have a 
synchronised soundtrack, you'll remember the countdown 
technique which keeps the computer and videu parts running 
in time with each other* 4^^^^^^^^^^^^^^^^^^^^— 
Mel has developed the interactive system on an MS X 

machine hut by the time the first 
public showing comes around it 
should be working on the 
Spectrum, Commodore unci 
Amstrad, 

Mel won't say how much it 
will cost to get your hands on his 
magical black box or even when 
it will be available in the shops. 
His reluctance is because he 
doesn't want to make vague 
promises and then disappoint. 
All he would say is it should 
I available some time in the New 
I Year. 

Mel won't say how much it 
I will cost to get your hands on his 
I magical black box or even when 
1 it will be available in the shops. 
His reluctance is because he 
doesn't want to make vague promises and then disappoint. All 
he would say is it should available some rime In the New Year. 

Scorpio Interactive has secured the rights to several major 
films which may get the treatment and there's the chance of a 
simultaneous release of a single/interactive video with a major 
bud. 

The idea of playing a part in a feature film sounds 
mind -blowing. The game, according to Mel, can go on for just 
as long as the player wants, 

"This is what I wanted t)eus to be," says Mel, "But at the 
time we didn*t have the technology. Now anything could 
happen!" 

Mel adds: "It*s a very new field as far as i am concerned. 
It's old Croucher taking a flier again/' 

The potential of Mel's system is enormous. Imagine playing 
an adventure with real pictures and real sound, or actually 
taking part in a film The possibilities are endless. If you We got 
a simple home micro the future is at your fingertips. . . 



JUST FOR ONE DAY 
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They knew it as Hell 
You knew it as 
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Conquest Steers You From Victory To Victory. It's What You've 
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TAPE 
£9.95 



•STARSTRIKLII 



DISC 
E14.95 



Available now for the 
Amstrad series. 




Ffc»W u i fiBflisftiitd Tra* Mark al British TcfnonMiumcatiora. pic 



FIREBIRD SOFTWARE 
FIRST FLOOR 64-76 HFW Crtrnan or i nunnu u*—. a 







svj i 






should you pay 
ild's education? 



MajuiigsurL \ our children get die 



sivc business. Yet, In spending just a little 
extra in the right wa\.you t .in atlord to 
give your child ih.it extra t %e in certain 
vital subject*. 

A Casio ■ scientific calculator could 
Mke a tremendous difference to your 
child's potential in maths, for fxampfe, 
science, economic s h engineering 
and a whole range pf ri urn be] -related 
subjects. 

Yet it can cost as little as LI 1.95, 
fhats the price of the wallet-style 



Casio fx-250 t with 59 functions (4 $ of 
them scientific), an 8 digit J. CD display 
and independent memory. It will see 
your son or daughter safely through 
the GCSE syllabus. 

[■or just a lew pounds more, he or 
she could graduate to I he Casio k KSM. 
a solar powered model with batten 
back-up lor memory retention arid 63 
at icntilic functions out of a total ol 79. 
Or to the lx-920, another solar-powered 
c alculator with ol seientif'u functions 
and 77 functions altogether. 

Casio oiler you not just value, but (be 



largest and best-selling range of 'scienti- 
fic calculators in Lbe i ountrv. 

So lor still higher achievements, 
there's a whole selection ol brilliant 
calculators like the BS-slep program- 
mable tx-200H 1 his retains every tiling 
ih it5 s£\ en memories and 4 programme 
areas e\ en with the power sw itched oil 

And with no less than I4S func tions, 
82 of thrni seieutifu , it costs just 



Which isiVt much Lo pay lor the 
chance of a belter than average 
education, 
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ONLY FOR 
BIG GAME 
HUNTERS 

You need lightning reflexes, nerves of 5 tee r and 
plenty of brain power when you tackle today's 
big games. That's why you If find 
COMMODORE USER your favourite alJy. We 
don't just review the Megagames first but give 
you maps, hints, tips and inside information to 
help you tame the most difficult of beasts. 

The new look . . . 

COMMODORE 



ON SALE THE 26th OF EVERY MONTH 




MEGASTREAM LIMITED 

WE GUARANTEE BEST TITLES AT DISCOUNT PRICES 
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/^Whafs the matter with 
you lot? The last 
time I got my hands 
on Mailbag I 
thought I would 
become an over 
night sensation, 
acuft figure, 
mobbed in the 
streets, deluged 
with fan letters. 
Do you know how 
^ny I received? NOTHING, 
Zilch. You lot must do better now. 



• I read your magazine for the 
first time (June issuel and 
found it very enjoyable. I will 
make sure I get the next issue 
but first, I feel that you may be 
able to help me. So prepare 
vo u rself for one of t he st ra ng est 
tales you have hea rd for q u ite 
some time. 

"Software" is now almost a 
cliche, as is-the phrase — "a 
great game" but, out of the 
seemingly bottom Jess depths of 
the software market, i have 
found two software items which 
have no equal, they are utterly, 
completely and undeniably 
brilliant. 

They are both for the 
Spectrum, they are both from 
the same software house, and 
they are both penned by the 
fantastically, superb 
prog rammer— Mike Singleton. 
These games, if you haven't 
already guessed, are The Lords 
of Midnight and its sequel 
Doomdark's Revenge. Late 
1964, | discovered that therf; 
was to be a third and sadly final 
"epic" game using the 
wonderful landscaping 
technique— Eye of the Moon . 
Eagerly phoned the software 
house — Beyond and enqu ired 
when it was to be released. 
September 1935, they said. 
Well. September came and 
went with no sign of the game, I 
phoned them again Easter 1986. 
Guess what? Easter passed with 
no sign of it. 

Then the curious events 
began to occur. Beyond no 
longer answered the phone, or 
my letters to London or Market 
Harborough. Nobody seemed 
to know where they were. I 
immediately assumed the fatal 
tragedy — bankruptcy — but 
then, m the shops, I suddenly 
noticed a new release by 
Beyond and then another and 



| another, I am slowly going 
berserk J I craved for The Eye of 
the Moon . Just like an 
addiction. Can you please 
enlighten me? Where is Beyond 
now? When will the game be 
released? You are my lost hope 
— I have tried everybody else I 
can think of — please help! 
S J Harding, 
Staffs 

Otiss replies; Beyond has been 
bought by Firebird and have 
moved offices. As far Bye of the 
Moon, Beyond says it wont be 
ready before Christmas. 



• I have been reading C * VG for 
about two and a half years, and 
have never seen a review as 
disgraceful as your one about 
entagram from Ultimate. To 
describe the graphics as 
"nothing special" is ridiculous. 
I Ultimate were The pioneers of 
a 3D animation and have 

produced brilliant games since 
fKnight Lore was made. 

It was quite obvious to me, 
that the reveiwer was basing 
the review on the similarity of 
Ultrmate's games, not on the 
actuaf game reviewed. If 
Pentagram is such a bad game, 
how can you justify your marks 
iot Mantronik which appear to 
be very similarto the Ultimate 
E standard of games? 

The Pentagram review was a 
I gross injustice to the game and 
I Jt should be reviewed properly 1 
Andrew Elliott, 
^Cleveland 
Otiss replies: Nobody would 
dream of denying that U Hi mate 
Has produced a great range of 
games. But, even wrth the 
threat of Big Red sitting on him 
our reviewer still sticks to his 
verdict on Pentagram . 
Obviously you don't agree, 
which is your right. Andrew. 



• So, you want to know the 
other game of Bobby Patterson. 
Well, being a loyal Eagle reader, 
I will tell you 

It all started when Bobby was 
given a note hy Martin, who 
told Bobby only to open it if 
anything strange happened. 
The next day, Martin 
disappeared., so Bobby read the 
note. It said that Martin was 
trapped in the computer and 
Bobby had to play 10 games 
and the Ultimate game. So he 
ty p e d t h e cod e a nd bega n to 
play. 

These games wou Id then 
become reality with Bobby in 
the action. If he won all the 
games, Martin would be free. 
But no on believed Bobby when 
he told them about Martin. He 
first playrri Zykion Attack , as a 
sort of practice and won. Then 
Martin's mum and dad throw 
the computer away as they 
■ thought it was a bad thing, not 
knowing that Martin was inside. 

Then Bobby took it home and 
continued to play the games. 
Before the computer was 
thrown away, he played Wizard 
O? Wot and won. 

At home now, he played 
Pastfinder and won. Next came 
Rescue on Fractals, he won 
again then came The Great 
American Cross Country road 
fl^ce, Ghos t buster and Watls of 
Jericho, which he won. But 
then, came Desert Fox, he lost! 

He was then sent to the 
niyh tmrire jonc. He met Martin 
l and the zone was where things 
kept killing them, but they 
reformed and kept on being 
killed. This went on forever. But, 
then Bobby challenged the 
compuiterand he was sent to 
pteyShoot-Out in the Wild 
West . He won this and so 
returned to reality. 

Next cameFsr-5 Trading 
Company which he won again. 
The story then returned to the 
ntghlmare zone and Martin, 
where he found a once-chance 
tunnel, He chose a game on a 
spinning wheel, and he gained 
freedom only if he won. He 
played UggabuHon r a caveman 
game, which he lost. Bobby is 
now all set to p\ay Silent 
Service . 



I hope this is enough 
i information for you. 
\MayankPafet, 
{Surrey, 

Otiss replies: Have I blacked 

1 Today i n th e pag es of Crash , I 
I read with a glow of pride, of 
iMelissa'schallengeto the 
'wretched usurper Smith. Much 



as I agree with Melissa t-hat this 
... this . . , creature deserves to 
be soundly punished for the 
claims that she made on being 
the only female tipster, and 
much as 1 applaud 
wholeheartedly Melissa's 
decision to take action on the 
matter, I feel I must warn her 
that Ff you go to Ludlow to 
d i spense j u slice accord ingly 
she will be walking straight into 
a trap. A horrible, loathsome 
and tora Hy unscrupulous trap, 

You see it has come to my 
attention through channels I 
would be only too happy to 
divulge should you wish to 
interrogate me on them [faintj 
that H Smith does not exist. 

She is, in fact, only a cartoon 
character and is, furthermore, if 
! you study the picture of her 
■ clasping the champagne bottles 
a rather badly drawn one at 
that. Therefore — he warned, 
Lord only knows what they 
have got skulking in wait for 
you down there but the mere 
fact that they have not shown it 
rather suggests to me that it is 
something underhand, 
treacherous and sly. 

Ifyouwishtousemeasa 
human shield I am only too 
happy to offer my services. 

And all 1 ask for this 
information (apart from the 
knowledgethat Melissa is now 
aware of my miserable 
e xi stance! is a signed picture of 
Melissa which I will place in a 
position of honour in my 
humble dwelling. Grovelingly 
and obsequiously yours 
Rex V Barnes, 
Bromley 

Ottss replies: We also 
suspected the said H Smith was 
nothing more than the figment 
of some-one's imagination. 
Fancy challenging Miss Melissa 
to mud wrestling ! Not that 
Melissa is not capable of going 
for the best of two falls, two 
submissions ore knockout 
while up to her cute neck in 
mud. But it's just not lady like, 
is it. But never fear we're 
working on something which 
will expose the truth about 
Miss Smith to the whole world. 
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• I own what must be, in my 
opinion, the best home 
computer to be put on the 
market, it is, of course, the Qric. 
Sadly, due to bad marketing 
and software problems, it never 
did catch on, 

I'm not saying that the Oric is 
a rubbr-sh computer, far from it, 
There are a number of mail 
order corn panics which offer a 
wide range of software and 
hardware. In 1964 Oric 



computers were best-sellers in 
France and number two in 1 984. 
And today the Oric is doing very 
well in France — so the Oric is 
far from a lost cause. 

There must be thousands of 
proud Oric owners who feel 
they are being left out in the 
cold gnd all alone. Computer 
magajmes don't want to know 
about the Orrc. I have not seen 
as much as a review in the past 
year. 

This has spurred me on to 
produce a 16 page top quality 
newsletter which is totally 
devoted to the Oric. it featu res 
software reviews, news, charts, 
hints, tips and adventure. 

Oric owners need never be 
left out in the cold A year's 
subscription is only €8.50 for six 
issues. For more details send a 
S.A.E. to Keith Thompson, Your 
Crc Newsletter, 41 Morden 
Gardens, Mitcham, Surrey, CR4 

PS: We would like to say that 
we are not responsible for the 
errors within the newsletter that 
may appear from lime to time. I 
hope you like the newsletter. 
Keith > Uompson. 
Mitcham 
Otiss replies: Alas, poor Oric 
etc etc. Thanhs for the 
newsletter, Keith. We would 
also like to say we is nit 
respunsible for the horrors wot 
might appear in C - DQ from tim 
totim. | hop you tick the 
magazine. 

• With reference to Robert 
Cook's letter, there is indeed an 
organisation for Oric users. The \ 
Independent Oric Users Club 
has now been in existence for 
over a year and although it has 
received various publicity it has 
still managed to escape many 
people. 

_ I set up the grou p with the 
aim of helping Oric users to 
help each other. To this end I 
distribute our 

newsletter/magazine I.O.UG. 
which comes out every six to 
eight weeks on average. 
Anyone who would like a copy 
of trie current issue should send " 
<J0p - cash, cheque or P.O. 
made payable to I.O.U.G, — 
plus an A5 stamped addressed 
envelope to the address given. 
Alternatively people can write 
for more information or 
telephone me on 061 431 4160 
between 6.15pm and 8.00pm. 

An important point to note is 
that there is no membership fee 
andthat members can. if they 
wish, order one issue at a time, 

As for the issue of software 
there have, in fact, been several 
new releases over the past few 



months. These include 
Playground 21, Damsel in 
Distress, Gubbie andXenon tit 
from UK software and an Oric 
version of the Quill Hardware 
support in the form of 
peripherals and repair is also 
still available. 
Gary Ramsey, 
I.O.U.G. 

1 Kingsway Cres, 
' Burnege, 
Manchester, 
M19 1GA 

| • I am a Sinclair Spectrum 1 28 
owner. I have had a few of them 
and I think they are fab. I am not 
new to computing as I have 
about 6 years experience, so r I 
should know what I am talking 
about, I am getting very angry 
with those sloppy people who 
write into magazines to moan 
about the i n compatibilities of 48 
and 128 games, The games that 
I have come across that don't 
work with the 1 28 are —Robin 
ofJhe Wood. andSfcy Fox — 
tha's it just two. 

I am getting so angry that I 
have set up a Spectrum 1 28 
helpline. This service isfree of 
charge, but r please when you 
write to me, PLEASE enclose a 
stamped addressed envelope 
This helps me to send letters 
quicker, If vou wish to enclose a 
program on cassette that does 
not work then the best way to 
send it is by 'Recorded 
Delivery'. The address is as 
follows: 
Scott Hatwood, 

Hatwopd Hi Tech Software Ltd 

128k Helpline 

156 LeinsterAve 

Knowle 

Bristol 



• I have been reading, your 
fabulous magazine for the past 
', two years, and have been 
building a Games Review 
Library C64. with the help of 
I your diligent staff. Your mag is 
second to none in my eyes 
down here for us kangaroo 
chasers <n the Land oIOz, 
please keep up the good work. 

My only problem to date is, I 
also have several copies of Big 
K another computer mag which 
in their August 84 they do a 
minute review on a game called 
Zoids by Gordon Russell, 
Supplied by Softex. Your April 
85 Game of the Month is also a 
game calledZords by Rob 
Hubbard, supplied by Martech. 

This brings me to the obvious 
question, Are these two Zoids 



Wantirna 
Australia 

Otiss replies: Informed sources 
close to nobody in particular 
tell ine the two games are 
different. Incidentally, Rob 
Hubbard just did the music on 
the Martech name 

• Wise Oracle, Master of the 
Seven Hidden Paths, this one 
who is unworthy even to play 
thy cast-offs would humbly ask 
help from thee, 

The task in question is 
Exodus Ultima tit. I have 
completed most of my destiny 
but still I cannot find the shrines 
where I must pray. Ores Blood, I 
say r the Wizard in the Party is at 
level 99 and still has no more 
magic points than when he 
started at level 1 ! 

I hope you see a favourable 
future in store for my party, that 
we may advance further toward 
thy exulted status 
Owen the Druid 
Btetchley 

Otiss replies; Alas r Holy Druid, 
my disk loadeth not, nor am I 
blessed with clues. See even I 
can write like ace adventurer 

KC, 

% Is your Adventure writer 
Keith Campbell the Keith 
referred to in the Spitting Image 
song? The resemblance 
between Keith's almighty self 
and the slightly over-muscular \ 
gentleman with the brain the 
size of pea, who walks on as 
they mention your name, is 
astounding! 
John Manifold, 
Uiceby, 
S t-fumberside 

Otiss replies: Keith is not guilty 
— perhaps you re thin king of 
Gordo? 




« megabytes. Highest graphics 
resolution is 672 by 512 and can 
f : have up to 256 colours on the 

screen at the same time. Stereo 
| sound with four voices. 
Fantastic editing facilities. Eight 
function keys. For more serious 
users it has a built in 
wordprocesser and a fully 
expandable VIA 64 way 
interface. It can convert 
Spectrum programs to run on it 
(with added software) and has 
many more features. If other 
; readers wish to obtain more 
information from the 
independent enterprise user 
group write of them at I E.U.G 
12 White Gates, 100 Station 
Road, New Barnet, Herts, ENS 
1QB. 

John Foster 
Sheffield 

• What's all this that I have 
been reading? C+VG isn't the 
best computer magazine in the 
world. What is wrong with its 
new look? Nothing of course, I 
think it makesthe magazine 
look a lot better. C-*- VG's new 
look makes it a lot easier to spot 
I on the shop shelves, so why all 
the moaning. There are only 
three minor things wrong and 
they are: 

1 — how many mrstakes can 
you put in a magazine at one 
time. 

2 — you spelt my name 
wrong the last time. 

3 — I would like to see some 
Atari reviews, not a lot r just 
some. It would stop me buying 
a hopeless game just because' 
the graphics look good. 

Cart Fraim 
Manchester 



• A couple of years ago I was a 
regular reader of your 
magazine. This had to stop 
though, when you stopped 
i supporting the Dragon — which 
incidentally is still alive and 
kicking. Recently I bought a new 
computer which is probably the 
j best in its price range, so I 
decided to buy a copy of your 
magazine only to find that vou 
? do not support this one either. I 
know you have heard of the 
Enterprise because the word is 
printed in your software chart 
machine key. So why don't you 
support it? If there are people 
out there who 'have never heard 
of this computer 1 suppose I had 
better explain why I know it is 
such a good computer. The 



games the same with the April 

version only an updated edition smallest version has 64k 
of the earlier release? memory (a 126 is available 

Robert Lawrence 



• I am an Amstrad CPC6128 
owner and up until now a happy 
one, My problem began some 
time ago, when I bought 
Software P roject's Man ic Miner, 
the game, as you have probably 
guessed, did not load correctly. 
. I exchanged it for another, but, 
this too failed to work, The next 
thing I did was to return my 
computer, but, the retailer could 
find nothing wrong with it. 

Not long after I read that 
certain games designed for the 
464 could not loaad on thd 6128 
due to a speed loader, This 
cheered me up a bit, as it meant 
I there was nothing wrong with 
my computer. 

Recently 1 bought 
Masts rtro nic's Nonterraqu eo us 
■ and was greatly pleased with it. 
Later on school trip, I bought 
Soul of a Robot . While Soul 
works, Spellbound docs not. It 
does not even register when 



This is expandable to almost 3.9 loading or cataloguing, Is there 
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someway to fix this, is it a bug, 
or doesn't it work on the 6128 — 
it says it doe? on the caver, 

Yqy may think this is a lot of 
fuss over a budget game. but. 
Down Under they aren't — 
budget I mean. 

Another problem I have is 
with Knight Loro by Ultimate. 
After completing the game rha 
game refuses to load. Do you 
know why? 
Matthew Trevor 
Australia 

Otiss: Can anybody offer a 
reasonable explanation to 
Matthew? 

# I ha ve a few points to make 
concerning the Atari computer 
which is becoming more and 
more popular. 

Every month when I look 
through your review pages I 
find the vast majority of games 
reviewed for The Amstrad, 
Spectrum and Commodore. I 
know these are the most 
popular games computers in 
Britain, but, the amount of Atari 
software is growing all the time. 
So why didn't the following 
software appear in you r pages? 

King of the Ring, Sidewinder, 
Boulderdash tf, Knockout, Great 
American Road Race, Night 
Raider, Arehon 2, OneM^n and 
his Droid , etc, etc, etc. Were 
they not good enough? 

Secondly I have bought your 
mag over the past two or three 
years and like the way 
you have changed 
its appearance, 
but, there is one 
thing I think 
could be done 
and other non 
Ams, C64 or 
S48 owners 
would agree 
with is if ifOu 
donated about ten 
to 1 5 pages to the 
other computeron the 
market. At the moment! 
think \ am getting a raw 
deal paying nearfy £1 .00 for 
five lines of news for the Atari, 
a token review and a couple of 
adventure game reviews. 

My third and last point 
concerns two of the 
biggest software 
compan ies in Britain, Elite and 
Ocean, i n start with Elite — 
before Christmas all Elite 
games were for the C64/1 28, 
Ams and Spectrum. Since 
then they have started 
producing software for 
a n othe r fou r com p ute rs . 
When you consider the Atari's 
sound, graphics, and 
memory capabilities you woul 
think Elite would produce 



games for th is co m pu ter to o, 
but, NO. Can you put me out of 
my misery about whether or not 
Ocean's Ma fen day or Daley 
I Thompson's Decathlon are out 
i for the Atari. I saw them 
advertised in my mother's 
catalogue before Christmas and 
ordered them but they never 
came. After many phone calls 
they said the Iwd games were 
out of stock. I decided to write 
to Ocean on a number of 
occasions but recieved no 
answer. Thegames hadn't been 
advertised in any computer 
magazine, but wait for it, in 
Atari User Decathlon appeared 
in the Top 10 with Elite the 
\ game that had never been 
released. I would be very 
grateful if you could give me a 
definate answer to all my 
questions. 
Michael Ives 
Newcastle 

Otiss replies; We would love to 
extend our Atari coverage and 
have in recent months, 



especially on the Atari 520ST. 
But in truth software 
companies do not send out a 
lot of Atari games for review. 
Ocean tells me that Mntchday 
and DTs Decathlon are hot 
mailable for the Atari. As for 
Elite, presumably the company 
does not think putting out Atari 
games would make them 
I money. 

• I am writing to you expecting 
| an explanation, not on your pari 
|but,the part of a. certain lop 
; software company calfcd US 

Gold. On June 27th I bought US 
| Gold's new release World Cup 
fCamival which cost £9 95. After 
s playing it I thought <t was not 
| very good- 
Then on June 28th, I bought a 
football simulation game called 
World Cup Football from Artie 
Software which cost £1 99. To 
my amazement the two games 
were exactly the same but with 
the game from Artie you get 
flashing adverts and instead of 
24 teams you get ten. 



A quote out of C - VGsJuly 
issue said: f A team of 
rog rammers have been 
ork rig en tne ijarre for six 
onthsand the game will reach 
"rtiw standards n football 
•Nl'ulairsn' This is nottrue at 
all. Could you explain why the 
/ 1WO games t ire nJentical by 
asking US Gofd Also do they 
give refunds? 
I Michael Crawford, 
| Birmingham 
Otiss replies; A lot of 
people are unhappy like 
you, Michael. The quote 
about the game in C+VG 
camn from US Gold, They 
haven't actually sent us a copy 
of the game — despite 
requests. Could it be because 
we — and other magazines — 
might have twigged it was just 
a tarred up old game and said 
so? We don t feel like having to 
explain away US Gold's 
decisions. Perhapsthe 
company would care to 
write and tell us? 




SUPA SOFT DISCOUNT SOFTWARE 



(PRESENT THE FOLLOWING SPECIAL OFFERS TO C + VG READERS) 
(BORING STATEMENT BUT JUST CHECK THE REST AMD COME BACK T0THI5 
AD FOB THE REAL BARGAIN SOFTWARE} 
flflP OL-fl 

1495 10.95 SotdMiiipn2 
7 95 5.C0 StwfHwi 
B.95 fi» Stainless ster. 



fKOMIM 

OH 

<i->-.<.- i Gowns 
San Fox 

<l?fi AtfrtnLiPr 
Mutlrwica 

M 

Bpittiny Imijjfci 

ROtfc&WlKDE 

StanlrlieS 
Pfntjgrjrn 

&ilfin40 
Sabcfleur 
^urtw Espfit 
Titou: 

Wcrtl CupCirnrigl 
.•j.> for Ngpei 
^injjR. Master 

fluizairtH 

Grw* Berel 
StKttHaMi 

Ace 

'jnuts 
Off St(ktr 

Fnjujrd 

Ping Pwg 

Glp"itCr*ali)r 
F.nrte 



995 6.50 

7*5 5.25 

7.36 525 

7.» 5 25 

9» 6.50 



flHP CUR 

3.96 6 50 

7.95 5.25 

8.95 6.00 

7.96 5 25 

9 96 7.25 



Act 

nn.i. 

mtfrjinr 
nii'-diaiiD; 



7.95 5.25 FjfSluiO.i 
B.S5 6 00 Kn^VGamts 
B95 (00 ExpstllCifli 
9 95 6 50 GwranyOF. 
5dm Fo« 
TurtoEspnl 



flflunran 
Bofaty Swing 
J.G.If.P £ 

• rib =25 n tow* 1 1281 

7 95 5 25 

K 35 GVi CWHODDflf 64 T2S 

7 95 5 00 NftuS 

9 95 6 50 Price cftoJM 

7.55 5.26 PSI 5 TfMli^g 

9 95 6 96 PSlSTrtdngiPi, 

5.95 0.9) Ltatobgare 
9 96 6.00 UadcrtHwm I'Dl 

5.96 695 SatHteur 

9.95 6 50 Sokifligrd2 

9.96 (.50 tony on tjic Mtpck. 9 95 « 50 Sir.Ru 



9 95 6 50 
5 95 6 50 
9 95 6.50 



HM5TIUD 

5aldaMition2 



»4 95 16.96 SofnbiKK 

9 95 6.50 GwiBercl 

H.B 10 96 

6 95 5.50 Batmm ftSA\ 

9 35 b «v;w v 



7.00 Piper Boy 

7 95 5 25 Sob Fig* 2 {0} 

7 95 5.50 iridi&Npfca 

? 95 5.00 Ate** 

5 95 6.00 HunmbicLtoEn 

995 6 50 SitttKwfc 

7 95 5 25 WiyoltneTigp 

7 95 5 26 Fi" 

7.95 5 26 EWIDI 

9 96 6.50 MiwionAd 

9 96 7.00 GronBrn* 

6.96 6.0O XF.SI2 
1.96 6 00 Mtw 

196 6.00 6npruc Create* 

8.95 6QD GfipftcC(Dj 

7.95 500 Sold Milton? 

7 95 5.00 Saboteur 

795 5.25 TwCeti 

22.95 17 CC ThjCtt(0| 

9 95 7 00 N.QM.A.O 



9 95 6.50 Striate 

14.95 10.95 MniDHitt? 

8 96 6 00 V 

1.96 6 90 Shogjn 

1,96 6.00 Taj Ceh 

3.95 600 Spnn&ay 

9.95 650 El« 

14 95 TD.95 Price of Magck 

«7.95 13.96 Mite 

3 95 6 00 Movie 

8 95 fi.00 ffJirT'rjsr 

9.95 6.50 AinlP/ liarre< 

B.95 fi 60 flown 18 

22 -55 IT 00 JKk. Nipper 

27.95 22.90 Su«rto#i 

9.95 6 50 Paprbot 

5.96 6 50 XFst2 

3 95 6 50 TurjcEsyil 

14.96 10.95 C Goott 
8.95 GOO Botrpfidi 
8 95 6 'DO SaldaMilion 



KPH OUR 

9.95 E.50 
9 95 6 iO 
995 6.50 

14 "35 13 95 
B.95 6,» 

12.95 5 00 
B95 6.00 

3195 26 00 

9.96 6.50 

8.95 6 00 
8 95 600 

Cats Disk 

6 95 10 00 

6 95 lO.OO 
6.25 10.00 

5 25 10 CO 
H>1 10.95 

7 00 10.95 
6.25- 10 00 

10.96 7 00 
HlA 14.45 

6.25 10.03 
7.00 tO 95 
7 00 10.00 
7 00 10.00 

15 95 11.96 
70S ti'A 

6 ft 10.00 
SJS 10 00 
7.0O 15 95 

7 CO 10.95 
6.00 10.00 
6.50 tO OO 
650 10 00 
7 00 10.96 
TOO 10.96 
550 10.00 
7 00 10.00 
7.CO 10.00 

8.96 10 00 



6 95 5.50 ABaniicCWlw&i 
Cfieque and PO (storting onty pleasei made payable to 

DtSCOUNT SOFTWARE, Dept 3, 210 NichoNs Tow*r, Harlow, 
Essex CM1S GEF 

[Overseas orders add 75p per tapei 
(Any game which is ncn released when ordered will sent on day of release} 



6.50 
7.50 

10.36 
750 
4 99 



7.25 
695 
7.25 
7 45 
6 99 



* COMMODORE 64 * 

MMEUAOC— Dl 7 25 

ELITE — D? 1125 

WUHLD CUP CARNIVAL 7 25 
CAUinRON || i » 

URfcOloM— Dl 
ACROJET 
BIGGIES 

LOHO Of THE RINGS 
BATTLE OF MIDWAY 
TH£ SECOND CITY 
K-JhG FU MASTER - 01 6 99 
DESERT FOX — D1 7 25 
SlltNT SERVICE — 01 7.25 
MUGSYS REVENGE 4,99 
WINTER GAMES— Dl 
GLADIATOR 
THE PRICE. Of MAGICK 
TAU-CET1— 01 
COMMANDO — D1 
RU':KNWRFS7LE — D1 6 sq 
HEAVY ON OHE MAGICK 7 25 
DHA.GDNSLAIR — FJ1 7.50 
CRUSADE JN EUROPE 1 1 95 
LEADER BOARD — Ql 7.40 
LAW OF THE WEST — D 1 7 25 
LHJUNOEfl — Ol 7 25 

6UMCR GAMES 1—01 7 40 
ALTER EGO— MSH K 0O 
"h- FORCE 
WAV OF TYGER — 01 
PSI-5 TRADING — 01 
KMGHT GAMES -01 

fairleght - d1 
Time trex 

MUTHEfft BFL I F 

SABOTEUR 

GOLF CONS SET — 01 l05D 
CRITICAL MASS 6 50 

SOLO FLH3HT 11 — 01 7 50 
COLOSSUS CHESS 4. D 7.25 
LOFtD OFR1N6S — 03 1136 
MEflCEMARV 7 50 

GHOST h GOBLIN— 01 7 25 
MISSISSIPPI - DISK 1130 
USER BASK — 03 
CYBORG 
71JBUUW BELLS 
SH-M DIZZY 



725 
7?S 
7.25 
7 25 
7.26 
750 
6.95 
6 50 



1145 
696 
5.96 
725 



MAfL-SOFT 



*+ SPECTflOM *• 

SAfcATDUR 6 50 

QUA7ATR0N « S3 

WORM rN PARADISE 6 99 

THE PLANETS 7 25 

BATMAN 5 75 

PyRACuftSE 6 S3 

LORD Of RINGS 1125 

..ack the nipfer 5 95 
world oup Carnival 7 25 

SPfTFjRE4a 7 25 

WHO DARFS WINS 1 1 5 95 

EOUINOX ? 25 

BOMB JACK 5 75 

THEATRE EUROPE 7 50 

CRmCALMASS 6 50 
ELITE 

WINTER GAMES 5 75 

COMMANDO 5 75 

TRANSFORMERS 4 99 

OUN FRIGHT 7 25 

TAGGED 6 99 

TOMAHAWK 6 99 

THE PRICE OF MAGICK 7 26 

REBEL PLANET 6 99 

FIGHTER PILOT 5 50 

H3GGLE5 7 25 

MAX HEADRDOM 7 26 

SOUTHERN BELLE 5 75 

BLOCK — GOLD RUN 6 99 

VIE AR KUNGFU 5 75 

DESEflr HATS 7 25 

ACE 745 

WAV OF TIGER 7 25 

RAMBO 5 75 

MUGSYS HPi'ENGF 5 75 

TURBO ESPRIT E K! 

THE WRITTER 10 95 

ROLLER COASTER 4 .» 

HF_AW OF THE MAG»CK 7 25 

ROCK N WRESTLE 6 75 

GWST i GOBLIN 5 75 

FAIRilGHT 7.25 

tANSOTHAMS 5 95 

DYNAMITE DAN 1 1 5 75 

ARNEHAM 7 25 

I .C K U P S 6 50 

TOAD RUNNER 5 75 

STAR OUAKE 5.75 



* * * *AMSTRAtl * » * + 

GREEN BERET— Dl 6 50 

ELTTE — CASS— 03 11,00 

NOOESOFYESOOS 7.25 

TOMAHAWK — D1 7 25 

CASCADE 50 — 01 7 2* 

SAI CQMBAl 6 70 

PRiCE OF MAGICK 7 25 

ghost 1 goblin — d1 6 75 

1urbo esprit 0 50 

sasatour 6 50 

pad tennis 7 25 

night gunner — di 5 96 

hfavyon the magick 7,26 

SOCCER 06 7 46 

FOL.INOX - 01 6 99 

***** BBC ***** 

STRIKE FORCE HARRfFR 7 4-3 
COMMANDO — 01 7 40 
fiRliCE LEE 7 40 

BOMB JACK 7 40 

YIEARKDNGFU-D1 7 40 
PRICE OF MAGICK 7 45 
AIRWOLF — 01 7 95 

JET SET WILLY 5 75 

IAN BCTKAMS 5 75 

BEACH HEAD J 99 

+ ATAflF **■+* + 
MERCENARY 7 25 

SECflNOClTY 4 99 

MtHCENAflV (ST ONLYl 22.50 

altfrn. reality— d 16 95 

tales of beta j.vra 7 25 

price of magick ,' 25 

solo flight 11 ^ 0 1195 

sum games 1 — 0 11 50 

***** M$X ***** 



MONOPOLY 
WAY Of TIGER 
EXPLODING FIST 
5CRA68LE 

THF PRICE Of MAGICK 
C LI. EDO 



750 
7.25 
7.95 
7.50 
750 
7 50 



+ *-*** CM ***** 



JET SET WILLY 
FRANK 6RUN0 BOX NO 
IAN BOTHAM 
COMMANDO 
EXPLODING FIST 



5.75 
5 95 
5.75 
5.75 
7.50 



Disk version available: 01 E1 1 .95. EE £13,05. Dg E 14.95. 
Pdst & Packing included in U.K. Europe add £1 per tape 

Elsewhere a1 «jsl. Chtj'PO lo: 1 ■ 

Man-Soft. P,0 FJox Sag London N15 6JUL 

Access orders accepted * I 





Please send cheques pos rot orders ro ; 

Compumart, (Dept cvg) 
Units. Falcon Street, Loughborough,' 
Utcs.lErilEH 





Crunch! 
Arrogh! 
Zonk! Bom! 
Boom etc. Yes, 
Fist II, the 
follow up to 
Melbourne 
House's 

meg a -successful The 
Way of the Exploding 
Fist, is about to beat up 
a computer near you 
very soon. 

But already C + VG has 
been battling it out with the 
Fist follow up. Is It any 
good? Find out on 
September 16th. 



That's when the music fakes me — yeah, 
ma tt f C+VG goes musical next month 
with a look at Clever Musk, the micro 
maestros who do wonderful things to 
computers to moke music for compu- 
ter games — like CRi's Tubular 
BeMs — and TV Jingles. And while 
were on about music, we've got 
something REAL SPECIAL up 
our sleeves. But were not 
saying a word yet because 
other magazines will get 
very jealous . . . 







We'll be Venturis 
off to take a look 
the fascinating wort 
of Dungeons and Dm 
gons. Who are the pet 
pie that take part in the* 
role-playing fantas; 
gomes? Are they noi^ 
k mal? Find out \r 



mai? Find out 
around 28 day 
from now* 



Star Dreams, the people who 
brought you The Wizard of 
Tallyron games, have now 
come up with Wild West, set 
in the rough, tough fron- 
tier world of the railway. 
And If you can't be 
bothered to type in the 
fisting there's a spe- 
cial tape offer exclu- 
sive to C+VG read- 
ers. So don't 
forget to make a 
date with your 
newsagent. 



Ac© adventurer Keith Campbell 
has cast a spell and got his hands on 
a copy of The Colour of Magic, The Delta 
4 adventure from Piranha, It's based on the 
riotously funny fantasy book by Terry 
Pratchett and is about the extraordinary 
Discworld, set on a turtle's back, which is about to 
experience its first tourist. Get the picture? We might 
even throw in a competition for you. 



Next month we've got a 
special Melbourne House 
Commodore 16 competition. 
The top prize Is the chance to wi 
a year's subscription to C +- VG. 
There're also games up for 
grabs. There're also the usual 
ingredients that have mode 
C+VG the Number One 
computer mag — latest new 
torts of reviews, 
competitions, Hot Gossip 
and the Bughunters. All 
this arid mo re. C + VG — on 
sale on September 16th. 




OCEAN SOFTWARE 
OCEAN MOUSE 0 CENTRAL 5T 
AANCHE5TER t\Q 5NS 
TELEPHONE O0I S3Q 6C&3 
TELEX 000077 
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